
















When they come to take 
your computer away, to stop 
you from hacking all the , 
secret codes and strategies 
that run the gaming world, 
make sure you carry on like 
a crazed-blood-thirsty- 
maniac so that maybe you 
have a chance to disappear 
into China or something 
before they find out the 
computer 

didn’t have a damn thing to 
do with it. 
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laser, a stomp move, a spin attack, the ability 
to push objects, the ability to manually control 
the camera and a first-person shooting mode. 
In addition, there are a number of power- 
ups that are activated by finding Potato Head's 
missing body part in a level. These include: 
Space the Ranger Rocket Boots (they temporarily 
allow Buzz to travel at much greater speeds), 
the Space Ranger Grappling Hook (Buzz can 
fire this to access much higher areas in the 
"Alleys and Gullies" and the elevator level later 
in the game), the Space Ranger Hover Boots 
(the Hover Boots allow Buzz to fly up to the 
highest locations in the "Al's Toy Bam" level), 
a shield and a power disc weapon. 

Buzz must fight off all of the evil toys while 
leading the boys on their search for Woody. 
In addition, you must find 5 Pizza Planet Tokens 
in every non-boss level. There are 15 levels in 
all, 10 of which have PP tokens, for a total of 
50 tokens. Early on, you only need to find a 
few tokens to begin opening up successive 
levels. Eventually, however, you will need to 
snag a higher percentage to continue moving 
through the game. Each level features a token 
that you will receive for winning some sort of 
race, one that you get by solving a puzzle, one 
for defeating an in-level mini-boss, one for 
finding five missing toys, chicks, or other items 
and bringing them back to whomever lost them, 
and the last token is awarded for finding 50 
coins and bringing them back to Hamm. 
Speaking of your buddies: each of them has 
a role to fill within the gameplay. Rex serves 
as the keeper of all knowledge. Just find him 
in a level and he will give you hints on how 
to find all 5 PP tokens. Slinky Dog will challenge 
Buzz to a race from time to time, or ask you to 
negotiate a tight track, etc. Then, there are 
Potato Head and Hamm, who's roles have 
already been defined. 

Everything works great until you get to the end 
of the game, then you are in for a let-down. 
Since the game doesn't require that you collect 
all 50 Pizza Planet tokens to beat it, you would 
think that there would be some bonus for 








While I prefer the brighter, more colorful 
and faster play environments that are found 
in the PlayStation version of the 
game, the N64 game, while not at 
a standard of excellence with a 
Banjo-Kazooie or DK64, features 
graphics that are attractive, if a little 
on the fuzzy side. The camera can 
be manipulated with ease, which 
is a good thing since, if left on its 
own, it has a hard time keeping up 
with Buzz as you move him around 
a level. You never question that 
:ontrol of Buzz 
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collecting them all. 
get absolutely ZERO, nada, zilch, 
bubkus. I can't tell you how 
disappointing this was. Particularly 
after fighting the final boss in the game, 
which is a collection of three of the last 
mini-bosses that you see. It was a painfully 
easy battle and then, POOF!, game over. 
At least, in the PlayStation version, you 


when you beat a boss. The N64 game has 
been stripped of these, so N64 owners get 
less than zero. When are video game 
companies going to figure out that you 
need to reward the player handsomely for 
a job well done? I have absolutely no 
complaints about the gameplay over 
the 15 levels, other than the ease with 
which you can dispatch the bosses. 
The level design is excellent, the 
gameplay and control are solid and it's just 
pure fun playing from the miniaturized 
perspective of a toy — not to mention that 
you are playing as the coolest toy of all 
time. But the ending lets you know that the 
game had hit its deadline and was simply 
stopped to get it out on time. 
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that the colors are flat and make it really hard lor your 
eyes/brain to establish any kind of depth perception. This can have 
an effect on gameplay, particularly when you are attempting a long 
jump to a pole or rod and you are trying to gauge when to pull out of 
the jump. Many times, you will find that you have misjudged the jump, 
simply because the shadows and change in level of detail weren't present. 


The music in Toy Story 2 is absolutely fantastic and among the best to 
be found on the N64. There is a lot of variety from level to level and 
all selections are consistent with the theme of the game. There is also a 
good amount of voice, all sampled from the movie. 


The developers have done a great job of designing a gameplay 
environment that takes advantage of the license, and have given the 
game enough depth to make it a fairly unique experience. This is mainly 
because of the level design and not a result of any great enemy or 
boss Al. It is one of the better movie games that has been done to this 
point in time and the idea of playing in the real-world from a toy's 
perspective, while certainly not the brainchild of TT or Activision (the 
game's publisher), is compelling and interesting. 

SHELF LIFE 

There is no two-player game and beating the game will probab 
the average player about 10-15 hours, including collecting all 50 
Planet Tokens. So, I can't really say that the game has an incredibly 
long shelf life. It is, however, still fun to go back and play after 
have beaten it... so it scores a few points there. 


While not an instant classic. Toy Story 2 is a very entertaining gar 
is tarnished only by its bad, bad ending. It will appeal to all ages in your 
household and has action/platform gameplay that is unique and fairly 
challenging. While it certainly won't challenge the mighty DK64 for 
consumers' hearts and wallets, it is a solid, entertaining game that does 
the license justice and that will satisfy even the most ardent Toy Story fan. 



























Based on GameShark technology, the Sharkwire 
is a hardware modem that connects to your N64 
via the cartridge slot. A keyboard adapter allows 
you to connect a standard PS/2 PC keyboard to 


Once everything is plugged in, you connect a phor 

wire to the Sharkwire modem and turn on th 

N64. The modem will automatically dial the 

Sharkwire service and connect. After 

connecting, you can browse the 

Sharkwire family of gaming 

sites or communicate ^ 













CODE 

800696530001 
800696630001 
8006965B0001 


At only 14.4k, the Sharkwire 
modem can't compete with a PC 
modem (which is typically 
running at 56k). Interact chose 
the slower modem in order to 
keep costs down. Because the 
Sharkwire family of sites have 
been optimized for the 14.4k 
modem, the system won't feel 
any slower than a standard PC 
accessing the World Wide Web. 

The sites available via the 
Sharkwire connection have all 
been approved by Interact and 
are guaranteed family friendly. 
According to Randy Cordon, 
director of marketing at Interact, 
the company decided to limit the 
Sharkwire to a set number of 
sites in order to control the 
content. This way parents 
wouldn't have to worry about 
the content. 


Get new codes instantly 


Sharkwire for awhile, 
get curious about I 
Internet. 


Part of the reason the Sharkwire 
system is closed, is due to the target 
market, Cordon said. With the majority 
of expected users aged between 7 and 
14 years old, Interact wanted to keep 
the system simple and easy to use. 
"We're creating an Internet on training 
wheels". Cordon said. 


Interact has partnered with 
companies such as Camepro, 
Cameproworld.com, Prima, Tips and 
Tricks, lncite.com, Eidos, Fox Interactive, 
Capcom, Jones Soda, Airwalk, C-Shock, 
Arnette Sunglasses, Hoop it Up 3 on 3, 
UPN and Wrestlesite.com to provide 
content for the Sharkwire network. 
Internet's own Dex Drive and GameShark 
sites will be available through the 


"Parents can walk away from 
their kids surfing on Sharkwire 
on-line and know that they are 
safe. They're not two clicks away 
from 'hotbabes.com'," Cordon 
said. "Seventy percent of the 
information is gaming content 
focused." 


As it stands, the Sharks* 
looks to be an interest 
product, but only time will 
as to the viability of the systi 
Because the Sharkwire is a do 
system — only the e-n 


content on the Sharkwire 
consist of game reviews and 
ime codes, strategy guides, 
ormation straight from 
ng game companies, and 
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way that a PC user 
browses the World 
Wide Web. The differen 
sections of the site a 
connected by li 


section of the 


Although the majority of the site 
is information based — you will not 
be able to use the Sharkwire to play 
games on-line — you will be able to 
download CameShark code updates 
and Dex Drive save files from the 
system. The CameShark updates 
allow you to snag the codes directly 
from the site, save them to a memory 
card and then upload them to your 
GameShark. This way you won't have 
to spend time entering the codes 
in by hand. The Dex Drive save files 
can be downloaded directly to your 
memory card. You won't even need 
a Dex Drive to access this feature. 


lys. E-mail messages 
ito a memory card fc 


In addition to browsing the 
Sharkwire sites and communicating 
via e-mail, users will be able to join 
in on discussion forums. These forums 
will run the gamut from specific 
game discussion to general topics. 
By joining in on a forum, you will be 
able to post your thoughts for 
everyone else to see. 

At a price of $79.95 for the 
hardware bundle (modem and 
keyboard) and $9.95 per month for 
the service, the Sharkwire system is 
a little more expensive than your 
average game cartridge, but it is also 


Steve Pearson, general manager 
of Interact e Business and all around 
Sharkwire technical support guru, 
told us that the system will also allow 
you to e-mail your saves to a friend. 
This way you can show off a high 
score or trade data in games like NFL 
Blitz — which allow you to create 










primagames.com 


Internet service is provided by 
GTE Internetworking, which has 
local coverage in more than 95 
percent of the country, Gordon 
said. The Sharkwire service must 
be activated by a credit card, and 
the modem cannot connect to the 
system until it has been approved 
by a parent. Because the service is 
a flat-rate fee, there is no time limit 

Interact has some exciting 
plans for the future of the 
Sharkwire service, including an on¬ 
line store and electronic 
allowances. Although nothing is 
certain. Interact has expressed 
interest in allowing parents to set¬ 
up an electronic allowance. Parents 
would simply instruct Interact to 
charge a certain amount to their 
credit card each month. This 
allowance money would be put 
into a secure account accessible by 
the Sharkwire system. The 
Sharkwire user would be able to 
check on their account balance at 
any time. When they had enough 
money saved up they could use the 
funds to purchase gaming 


through the Sharkwire system. 

The idea of the electronic 
allowance is fairly radical, but if it 
comes to fruition it could be one 
of the coolest things to happen in 
a long time. It would encourage 
kids to save, as well as making it 
easy to snag the latest and greatest 
gaming goods. When you're only 
8 years old, it is kinda hard to just 
borrow the car for a quick run to 
the local games shop. 

The Sharkwire system will go 
on sale in Dallas, Minneapolis and 
Atlanta right after Thanksgiving. 
Residents of those three cities will 
get to purchase and use the 
Sharkwire system before anyone 
else in the country. If all goes well 
with the initial rollout in the three 
test cities, the system will go on 
sale, nationwide, on January 1, 
2000. Here at Q64, we can't wait 
to check out the final system. 
While modem add-ons have had 
limited success in the past (X-Band 
for SNES and Genesis, NetLink for 
Saturn), the Sharkwire has a 
chance to be different. Here's 
hoping the product is as cool as 
Interact promises. 

ADAM 
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3 bunch of gameplay modes. 
Some of these mode* 
include the Skins Game, 
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ons why: the storyline, the 
play, the strategy, and the depth. 


can be transformed into new structures and 
vehicles. Each side is utilizing the alien technology 
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skate parks, pool parks, downhil 
and half-pipes, plus street cours 
as a school, a downtown are< 
■hopping mall. All of the coui 


iteradive objects, allowing 
)layers to trick off of just 
about everything they can 


■pr 

next time when we put TH s 

Pro Skater through the paces! 

with friends. 
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Know the 



Difference. 


This is Rayman-, star 
of the massive 3D 
act ion-adventure, 
Rayman’ 2 The Great 
Escape. Beware of 
cheap imitations! Only 
Rayman can save all. 
Only he can battle 
the invaders, ride 
the rocket, hurl 
fireballs, fly, surf, ski, 
climb, slide, and more. A 
world this troubled needs 
Rayman. So, beware 
of imposters! 


www.rayman2.com 










and that, even though they didn't own the system, 
they would have to get one so they could play it! 
When a game strikes that kind of chord with game 
players, you know that something has been done 
right. And, what 3DO dia.’right was to provide 
BatdeTarix with good old fashioned gameplay. 
Fast forward 7-8 months, and 3DO has readied 
the sequel to their smash hit, called BattleTanx: 
Global Assault. 


be stopped, or the world (what's left of it) will 
became even more of a wasteland. Or £7 
something to that effect. The bottom line is that it's 
Up to you and your sparse tribe of Griffins (the 
name ofyour "gang") to hunt down this psycho- 
woman, get your kid backhand, no, he's not a 
goat), and save the wodd, again. 

There. Did I forget anything? Probably, but just like- 
with the Original BattleTanx, it's all about the 


GAMEPLAY 

This section is aptly named for BattleTanx: Global 
Assault (BTGA), because the strength of this tide 
■ : is in the gameplay! But, before I get too heavily 
V into the game's specific options and play modes, 
yr me thinks a little background info may serve 


























play second-fiddle to (lie intuitive controls, 

‘ lightning fast play, and edge-of-your- 
seat excitement that is the world of BTGA. 
After playing the first five or six levels of 
BTGA, I had'fhoughts that the game was 
simply more of the same (which; in this 
cqse, is a good thing), but with a few 
new power-ups added to the mix. Boy, 
was I ever wrong. After shaking the 
cobwebs loose in the ol l noodle, I realized 
that the level design and basic architecture 
of the game had changed greatly! first 
of all, there were no more of the "bonus" 
levels. These were'simple little Goliath; 
■on-rails levels Were you just blasted away 
at oncoming bad guys until, they 
eventually overwhelmed you. The more 
points you scored on this exercise, the 
more extra tanks (or; fives) .you would 
earn. This system of increasing your 
arsenal has been Completely eliminated, 
arid in its place is a new monetary system 
called 'Tank Bucks". You find Tank Bucks 


rid the playfield, just likefypUH 
power-ups. When found, these 
idiately get added to your ac 


damage to the buildings as possible before 
, you get destroyed. You know that tank 
won't last long, so you justwant to try and 
■ take opt a few objectives with it, and then 
pick a stronger tank for "round- 2", and 
iet the big guy clean up the messt 
, The second thing I noticed was that each 
of the levels is distinctly [pretty much) 
different..Last year, BT had basically only 
three types of levels, each slightly modified 
to make if appear different. Not so with 
BTGA, as all of the levels are unique, and 
once you get past the first two "baby" 
levels, you,will heed some hefty strategy 
if you want.lo be successful. And, that's 
the beauty of BattleTanx, as you will find 
that each level is almost like a game within 
itself. On the Normal difficulty (the default, 
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GRAPHICS 

Much like thedrfginal, file gtfSptycs dhfiqrtrtte 
the Achilles heelof the game. However, 


i the sky), Plasma Belts, the Edge (fan 
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Winbadc Covert 
Operations 


Metal Gear Solid. What N64-owning fan of this title 
has longingly looted at this game and wondered 
"When will someone make a title like that for MY 
system?" Well, your waif is over thanks to an 
unexpected sourceKoei. Winback: Covert 
Operations,is the na.me of the game and, folks, this 
orie is a winner! Take one-part GoldenEye, combine 
with one-part Metal Gear Solid, sprinlde in a dash 
of multiplayer modes for additional fun and ibis 
recipe is guaranteed to bring you back asking for 
seconds., Wlnback casts you in the role of Jean- 
luc Cougar, leader of the advance team of S:£'A.T. 
(Strategic Covert Actions Team). A terrorist 
organization has token control of a deadly satellite- 
based laser weapons system and destroyed the Center 
for Space Development. They've issued their demands 


level and/or are wide open), it becomes key that c 
you move through you take the timefp loolc aroun 
— often you'll spot enemy soldiers advancing c 
your-position; oryou will locate items to collect'. Jeai 
Luc's basic control system allows him to crouch, wai 
crouch-walk, foil, run, reload, open doors,' pick u 
jfems, manipulate switches, computer keyboard 
switch between and fire weapons as well as aul 
and manually target etiemies. His special abilitie 
however, set him apart-from the average super sibldie 
When pressing the R button Jean-Luc enters q.firin 
stance (this can be done while standing or crouching 
|n this stance, Jean-Luc will automatically targi 
aryone he "sees". It's important to notethe distinctic 
between whpt enemies you see on-screen and jhos 
that Jean-Luc "sees". While in yoOr fifing pose yo 
can also use the.tinalog.Stick to manually targi 
Opponents and objects. When Jean-Luc sees a 
enemy soldier, you cctn use the bottom C button I 
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Washington, D.C.'will be destroyed by the 
GULF system and team members may die>_ 
Initially you start out with only a handgun 
with unlimited ammunition. Yoy'll be able 
.to pick.up additional weapons and items 
, along the way including a sub-tnachineguo, 
shotgun, additional ammo, health items and' 
a flashlight (which can be attached to various 
weapons for missions in the dark). Many of 
these items can be found hidden inside of 
crates that need to be shot multiple times to 
destroy. A tutorial mode is available to help 
walk you through the controls. As if all of that 
wasn't etjough, Winback offere e variety of 
multiplayer Versus (nodes including 
Deathmatch, Lethal Tag/Cube Hunt, Quick 
Draw, Team Battle and Point Match. Like the 
main Story mode, the multiplayer modes ore 


measure, the fire button will act as an attack 
button if the encmy.gets too close fob 
comfort. Additionally, you can plant and ; 
then remotely detonate C4 explosives. 
While initially daunting; you'll qoickfy find 
the controls very intuitive. You're definitely 
going to need to learn them as you'll be 
dealing with an army ofterrorists, laser 
traps, 'switches, computer tefdjinals,: 
machine gun bunkers and various puzzles. 
All o’ these things you deal with as you 


. available depend upon the number of 
players (some modes are qnly available for 
2 players). Initially the characters of your 
strike team are the only available characters 
that can be u,sed in the multiplayer modes. 
Advancing in the' Story mode unlocks 
additional.characters that can be used in 
the Versus modes. Winback also offers a 
few different arena's to play the various 
multiplayer modes in, indudirig a few modes 
that contain multiple levels. Koei has certainly 
stuffed Winback with a lot of goodness! 


attempting to reach the basement where 
the enemy headquarters is located and 
end theirthreat. Along the.way cut scenes 
will play out the storyline as you and yOUt 


GRAPHICS 

Winback doesn't use the Expansion Pack, 
and while an adequate job is done creating 
the environments, it probably would help 
dear up sqme of the fogging problems that 
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simply firing). There are some good || 

incidental sounds used to help let you _ - - 

know what's going on. Electric doors ' ' vw * 
whirr open ond enemies can often be heard running dotfn metal ' 
floor hallways. Laser barriers issue a hiss while machinery has its 
own distin’tt sounds. 


of the.buildipg complex to 


• j t' v.v .-- the lower-levels of the enemy base. 

f>{$e^fexiures-used 

ff are fairly bland and repetitive.with very few lighting effects 
i f used (the most notable one being the way the flashlight cuts through 
f the darkness in certain areas). Often staring down along hallway 
t results in looking downinto darkness and fogging that may or 
.’ may not contain an enemy soldier wailing to shoot you. 

Possibly in an’effort to help combat the long distance 
fogging problems, all of Jean-Luc's weapons are 
equipped with laser scopes. It's a neat feature that /f 9 

enables youtomakg some-i 


CONCEPT 1 

With the exceptionafGoldenEyejjhere's really nothing . 
\ like Winbock available lor the Nintendo 64. 

Koei has done an excellent jab making sure that - 
Hilk Winbdclc includes all of the.play'mechanics 
HV\ associated with this kind£f game, and almost 
| all of them are executed well (there are mirror 
«is»J r problems, like pot being able to >hoot on thgian). 
tjfl {■ Good fgry, good intensity, and it all unfolds nicely. 

//■ SHELF LIFE 

Winback features multiple endingspnd a variety gf ' 
multiplayer modes. Just playing through the story mode .- 
will keepyou busy, let alone all the other modes! Often; i 
ise of the way you move through a level.iyouTI find enemies 1 
ocatiops. Youfll also figure out different ways to gjhan'ce f 
tain areas. Though they lack variety and the 4-player kl 


sting long dir 


development of this title. Winback's intro features 
a techno music-track that doesn't seem to-fit, and 
has the sarpe basic music track repeated over and over’ 

, again throughout the game. As your health decreases, though,' 
i tbe.music tempo does change and pick up to add an almost frantic 
s feel-to your situation, letting you know you are that much closer to 
A death. Weapons sounds are distinct and many enemies, upon 
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' for a few dose friends to get to know each other. 


CONCLUSION 

Winback has;q lot tb offer action fans — it features multiple endihgs, multiple cutscenes for the same situation.(depending on hqw quickly you 
the area), multiple gameplay modes and 3 levels of. difficulty. While it doesn't have-the spit and pdishf&a GoldenEye or Metal Gear Solid, Ko 
done a faidy good job on a tide that had been delayed to the point that many wondered whether it would see the light of day: 
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pad, digital control, whatever you want to call the darti 
thing that ISN'T the Analog Stick!). Successfully stringing 
together a series of moves changes’ the color ofyour 
Altitude Meter from cold to hot As you get’hot and 
then finally reach the flashing "Special" indicator, you 
witl be able to execute your wrestler's trademark finishing 
move, And, in a twist of ultimate irony,yoocan use 
your opponent's finisher against him! Sweet! 

Though a bit light on gameplay modes, what is 
available is solid and will keep you entertained plenty 
long. Exhibition is your main versus mode—there are 
a variety of-matches here, including Single; Tag, 3- 
Wpy and Cage. Select your match and then you can 
choose an arena, including haw is Wap Royal Rumble, 
Survivor Series and WresdeMania, to name a few. 
WrestleManio probably features the least amount of 
arenas, when compared to all the previous WWF 
games, with only seven available. After selecting your 
venue, yopjl see options including whether humans 
or thte CPU controls the wrestlers, match type (belt or’ 
nontitle match), time limit, ring outs, and bloodshed. 
Iri regards.to participating in a title vs: nontille match/ 
you have the ability to create yOur.own belt by choosing 


in the year, and everyone wondered if they would be 
able to top their,own WcW/nWo Revenge, a highly' 
regarded tide and owner of the label "most playable 
wresding game". Acclaim's WWF: Atdtude'prSviously 
seta.high benchmark in wrestling games with its 
mcre3ible,entrdnces and option-intense Create-A- 
Wresder mode. Well, now that THGhhas the WWF 
license, THEY have set a new standard for WWF 
games, and wrestling games in general. WWF 
WresdeMania 2000 is THE wresding tide. 


GAMEPLAY 

WWF WresdeMania includes over 50 wresders, tons 
of options, solid gameplay modes, an innovative career . ! 
mode and Create-A-Wresder mode that is easily on 1 [ 
JjqF (if not above) the one found in WWF: Attitude. I 
WresdeMania uses a modified WcW/nWo Revenge i 
game engine — the main benefit being the ease of 
executing moves;. You execute moves by grappling 
with an opponent (using a strong a weak grapple), i 
then pressing a button (usually the A or B button) 
and pushing iri a direction (on the cross pad;d- 


from a variety of pre-created belts, 





























been greatly enhanced over other titles. 
Opponents seem more intelligent, they seem ; 
to counter yourmoves better, and during njn' i 
"in's, if you have a wrestler or manager in j 

■ your corner, they will enter the ring to help f 
get you'out of trouble (although the opposite ! 
is also true, making it tougher to finish off a • 

Create-A-Wrestfermode is always a favorite, > 

■ and this one will be no exception — in fad,. j 

it is rather exceptional! mere are an incredible 
number of'options waiting for you to choose I 

from and peruse physical appearance, j 
theme music, video clips, reaction to blood, ; 
how you enter the ring, who comes down to' 
the ring with your and dozens of more ; 
selections. You even have the ability to done j 
a WWF star and then modify him to suit your i 


Sunday-Night Heat, alorig with a predelennined 
number of other matches that you can either 
watch or skip. If that's not enough, .you'll find 
other wrestlers running in to attack you, and 
then later challenging you to a-piatchon a 
future show—how cool is that?! Pay-Per-Views 
are handled in a similar manner, with the major 
difference being that you need'to have 
successfully won (and held dn to) or become 
the #1 contender by the time'you reach 
WrestleMania. Another interesting ahd lifelike 
aspect is that at any point during your career 
you Could receive a title shot. This makes the 
career mode seem more fluid, and "realistic" 
than the standard set number of matches to a 
title shot — the way mpst of the previous 
wrasslin' titles have presented {(ie feature. 


you to create your own Pay-Per-View (dphl). 
Road to WrestleMania is the career mode 
and it is arvqmbitious undertaking. Chobse 
your favorite WWF wrestler and participate 
-in a FULL YEAR'of.wrestling in your quest to 


course, once you become the champ (no 
small feat, to be sure), youwifl have todefend 
the various WWF titles, including the 
Heavyweight title, culminating in the premier 
WWF event, WrestleMania Along the way 
; you'll face.various opponents in handicap, 
tag, hardcore, and even cage matches. What 


going for it is the fact that the / 








































ond/or.transfer them to a memory p 
urface of the amount of control you he 


l GRAPHICS 

■ This game engine has always featured wrestlers that are 
slightly blockier in look than most of the other games | 
— no smooth-skinned WWF: Attitude characters here. f. 
After spending some time playing, tfrough, you won't t L 
even notice or care. WrestleMania features incredible f fi 
entrances to go along .with it's fast_and furious | 6 
gamepkry. Wrestlers have their rjtor unique entrances tt : ' 
and little animated videos. All the nuances are here, ‘ V Y> 
from the Undertaker's slow entrance to Stone Cold \ \ 
strutting down the ramp and into the ring, from Kane's \ 
slamming entrance to Gangrel 'rising through the flames. 

1 Many Wrestlers are accompanied by managers/valet 
| as well—Jeff Jarrett enters with Debra and Triple H com 
l tovy-with Chyna. Also, many tqg teams enter togethe 
the Hardy Boyz and the Acolytes, it doesn't stop with entre 
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Earthworm Jim 3D has its roots deep in the pr. 
platform games. To those that haven't p 
EarthwormJim 1 and 2, they play exactly jike i 


side-scrolling platform games from Shiny Entertainment 
and a pretty darned good (yet short-lived] Saturday 
morning cartoon. It seems that Jim has watched his 

successfully make the move from a 2D-platformer 


dropping out of the sky for no other reason than the 
developer thought itwas fonny. If you can get into the 
idea of a superhero worm using itself as a whip 
with a sidekick puppy fighting a mad scientist who 
has an upside-down monkey on top of his head, then 
there's a lot of fun to bo had with the series. 

Now, for his third outing, Jim has moved his platform 
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when the R button won't work because Jim 
is too dose to a wpll or object. .Grrrrrr. 

. Control problems aside, there are a few 
innovations in EWJ3D worth noting. Along 
the way, Jim picks up many different forms 
"of weapons (most by whipping a handy gun 
dispenser) such as the Cleaver Gun, the 
Peashooter, Gnome Gun,, Funky Gun, etc): 
Each of these guns adds an interesting twist 
to the game, and some, like the Egg Checker, 
have an ingenious way of firing..fhe puzzles 
work well and the different missions Jim is 
sent on keep the game somewhat fresh. One 
word of warning to the easily frustrated — 
this'is not a simple game; Jf you don't like 
repeating tasks over and over (and over and 
..over.,.) until you get them right, you might 
want to steer-dear. The,older EWJ games 
were hard—a little loahard in my opinion. 
This game follows' suit and the results pre 
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CONCLUSION 

it'sgreaMo see Earthworm Jim back and in 3D! The wackiness is here, all the great characters are here, and it's just fa 
together. The ggineplgy has all been done before, and in better action platform gomes. The camera angles often ihterf 
The sound gndigrgphics are average —nothing to write home about. To top it off, the difficulty level ramps up a little 
early in the|ame.l It's a shame because the N64 should be able to crank out good option platform, games',-But instead \ 
there". Had Rockslsr spruced.up the;graphics and sound a bit and tweaked the gartfeplay to make it.a iiltfoeasier, this 






























•One of the more pleasant surprises at E3 ( 
with: no prepublicity. Midway's: Ready 
knocked the socks off the assembled n 


follows in the hallowed tradition of boxing videc 
games by. having very little to do with real boxinj 
and everything to do with outrageous arcade-style 
play, it will come as no surprise that a Ready 2Rumble 
Wrestling game is in the works as such a fife is c 
kindred spirit to this. 


The standard Arcade mode features one of initially 
thirteen fighters to chose from. The.fighters are from 
all around the world and include such places as 
Thailand, Saudi Arabia and Croatia. The major 
component of the game is the Championship mode! 
Here yoy must take your raw fighter and proceed 
through ten fighters at each level..These levels are 
progressively more difficult and are called Bronze, 
Silver and Gold.- However, it is not as easy as that. 
Each fighter gels twenty fights in which Ip pass through 
a level, ten,of which must be victories in-the mis¬ 
named "Title Fights" against those on the ratihgs 
ladder: Each fighter, ten through one, must be defeated 


rideo game, let alone a boxing title. And ye 


simple to start until,you get completely drawn in. 
Each of the characters, such as Afro Thunder, Tank 
Thrasher, andlulu Valentine are stereotypes of 
silly boxing character; that we have seen from the 


l't defeat the number one fighter 




























Bag Training, Weight lifting and Run 


money by winning and wagering money 
on yourself in Prizefights, which do not 
move.you up the rating ladder, but do count 
against your total of fights. 

Therefore, you have to take Prize Fights 
not only to win money, but to be able to 
have better training techniques. You also 
need money'.to be able to fight in 
Championship Title fights. Yet, you can't 
spend too much time with Prize fighting, 
as you have to.move up the fight ladder 
within the twenty fight limit. This is a very 
■clever way to balance different gameplay 
choices and makes the game quite a 
challenge. 

Now, I know ehis/sounds dumb, in 
retrospect, but I. forgot this was a Midway 
title. I'd been playing far quite a while in 
Championship mode using the standard 
four punches of High Punch with the Right 
Hand and Left Hand and Low Punch with 


the Right Hand and lift Hand . Then all .of a 
sudden my computer opponent pulls 'o' 
backward spinning punch that I know isn't 
one of the standard moves. Then it hits me, 
not coincidentally after the backward spinning 
■'punch laid out my fighter. Hidden moves! 
What js a Midway fighting game without 
hidden moves? So starts a whole new game 
of trying various controller and button 
combinations to find out not only what fighter 
has what move, but also which fighter has 
a move that causes the most damage with the 
easiest control. This is just like Mortal Kombat, 
yin that you try. and find the fighter that fits 
your style of gameplay. 
it is quite possible to get to the middle of the 
Silver level using standard boxing techniques 
of punch and get out, piling up damage one 
. punch at a time and not getting hit. However, 
from the middle of the Silver motfe on you'll 
need the hidden moves to be effective. 
Particularly effective shots, generate one of 


the letters of the word RUMBLE. When all 
have been collected your fighter's hands 
will glow and you‘’Can. throw lethal 
combinations. One of the crazier things is 
to get this just prior to the end of the round 
and then launch the combination. You'll 
continue pummeling your opponent long 
after the bell has rung. Can you say "Mike 
TySon — bum": 

Other thgn some eady repetitive gameplay 
in the Bronze level, where one punch is 
effective, the gameplay is a'constant 


GRAPHICS 

Everything focuses onlhe boxers within the 
ring. Ebch of the boxers are well drawn and 
animate smoothly. Boxing is one of the 
harder sports to animate, as punches have 
a tendency to ruh into each other, in one 
animation after another.'Unless you are 















HutjflKflI | '■ is 0 senes °- ore punch mu'tiple 

l MSE*amri.n«n«iite.* iM animation rather than a smooth flowing 

. -—=d- fighter firing from all angles 

Michael Buffer is everywhere, which 
tt is not surprising when the game is named after his well known 
([ phrase. Apart from-his role as the announcer. Buffer also turns 
/ up on banners and Os the;center graphic in the ring. Prise Fights 
f take place' in a sparse -gym while-lbe Title Fights are in filled 
? arenas. The crowd is very two dimensional, but this is 
noticeableonlybelbfethefightor'whenarogndbegins. 

Once into the.fight, the total focus of the game is v j 

orythe boxers and the background becomes a none gpu /j 


the Ready 2 Rumble franchise, continues : . .1 JKf/L r 
next year and further on, this should be 
addressed. That said, when the only real ■ 
concertf is thaf fhere'sfyyulct better 

music and sound byte, thenyou know.you'relplcying gyvinner. -lSL 

CONCEPT U 

Boxing on the N64is a little like the buses in,San Francisco, 
^s s You wait ages for one and ihen two.arrive .at once. While I 

this can be attributed to a number of factors, including 1 
the overall lack of poptifa.rity of the sport, it is nice •] 
to see that after a sustained drought that both 
Knockout Kings and Ready 2 Rumble have made 
their way to the platform. With the lack of popular 
HH fighters, the extreme arcade route is a smart move 
j by Midway. The "blitzification” of each sport now 
seems standard arid Midway does this the best. t 

jM&f/ SHELF LIFE 

wMSKkpJF Midway has a history of depth with their fighling J 
' games and this iS just as true with Ready 2 fumble as l 
-rggtp it is with (hortal Kombat. Wditionqllypyou can win the first § 
few battles using'only one, or at most, twomoves, but then you ti 
have to learn the advanced moves to beat the game. Hepe, the §I 
Championship modqis d distinct challenge and follows the formula Hr 
to o tee. It isn't Hagler, Hearns; Leonard and Duran and sometimes // 


SOUND 

Ready 2 Rumble takes a fairly minimalishc 
aporoacn to the music T he almost cheerleader- 

I ks chant of "Let s get reacy to rumble' could nave 
usee c little bit more variety However, the drum beat 

i is quite pleasant and yet unobtrusive. Midway gets 
I the most out of Michael Buffer's trademark, "Let's get 
l Ready to Rummmmmmmmmmbbbllllleeeeee" at.the beginning" 

\ of each fight along wilh the fighter introductions. At the end of the 
contest, each fighter has onlyrone'or two la'uhts, and this does i 
raiher repetitive. 

'Probably more than dnything,else, this is-the area that pa 
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! fighters with this Icitrd'ol depth, but it'll more than dc 


CONCLUSION 

The Ready 2 Rumble'.seriesiiin the process of single handily i 
is indicative of the public's general apathy with boxing and i 


I boxing as a legitimate sportsfranchise. The lad thatTt is so arcade extreme 
he more theatrical Mulling world, While -those bfe.'who'Jbye boxing and 
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time. Hold the fire bu 
shooting rote slows, f< 
avoid a heavy trigge 
limited, butthere's alw 


the game. To be fair, thii 
piece of Rareware, but ev 
title from those guys is a 
most other games. 


GRAPHICS 

Graphically, (like all Rare \ 


































CONCEPT fjjjgjl? ft 

you get over the fact that tfie creature 
you are-frying to sOvefeok like Ewoks! 

Most people might take a perverse * w "' ;wc5r ' ’ 
pleasure in shooting down the poor innocent characters 
aside, a’3D shapter doesn't seem like such a brilliant o 
but this game is very successhjl in feeling original and i 


animated — when running,jn one 
direction and turning in.the opposite 
direction the character will slide a little 
before getting back up to speed. The 
enemies move quickly, arid when shot 
hng splatter. Using a missile launcher 
ist bug into spraying slimy goo,Ijie 


: but have very cool 


; t great layout, i wish the game wouIdJiave’ utilized 
I the expansion pack for higher resolutions, but all / 
i in all the graphics fit the game .well. / 


\ forward to find out. vyhqt happens r 

\\ SHELF LIFE 

|| The shelf liferof Jpfe is good. The 
11 with qne character and thepiayer t 


SOUND 

■ JFG boosts one of the best soundtracks of a N64 1 
game, ever The music is well orchestrated, often'% 
. reminiscfent qf the Tprmjn,afor'movigs. The'*’ 
explosions boom and the weapons have a'nice" 
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accumulated will decide your place in Hie standings 
' If you obtained enough points, you will be'able 
to make it to the next race, and so the trend continues 
until you beat that particular difficulty setting. In 
6 nutshell, that's the Destruction Derby world. 
Now, numerous changes have been made to the 
Way Destruction Derby plays for the N64,and this 
is where you'll probably encounter the'cries ol 
"FOUL")rom,long-tinrle DD players. If you're new 
to'the game, and .DD for.'the N64 is the only 
experience you'll have with the series, then you 


of developer Looking Glass Studios b creat 
that would (hbpefullyljiveupto its Play! 
heritage, let's take a look and see if evet 
came together the way those who loved Desl 
Derby hoped it would. 
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year, as guys seem to hove a few extra 
inches in their vertical jumps. It's not 
like the arcade mode, but the players 
jump noticeably higher than they did 
last year. One of the things I've always 
wanted in a hoops game was for big 
guys to lake an offensive rebound and 
just go straight back up and flush it: 
I'm glad to report that they do it in Jam 
2K. I'm also happy to say that "tip- 
jams" are prevalent in the game. There's 
nothing like seeing your teammates 
crash the boards, and slick the rebound 
back through without first coming down 
with the ball. This makes for some 
•amazihg highlights — Kidd misses the 
outside jumper, but Gugliotta comes 
flying in Irom the right side and stuffs 
the ball in over two defenders! 

The a-cade mode, or in this case, "Jam" 
mode, has been changed to be 2-on- 
- 2 only, after the arcade's namesake. 
No more 5 on-5 jam, which didn't 


rim and then bounce OVER the 
backboard (thus being an "out of 
bounds" violation); and many'more. 
The computer Al is also a worthy 
opponent, as even on the Rookie level, 
you'll find that beating the good teams 
is a challenge. 

My main complaint wilh NBA Jam -2000 
■is-the (act that the buttons don't react 
quick enough to your input. On defense, 
your guys don't jump when you push 
the button — they jump a couple of 
seconds later And, on offense, when 
you want to switch to the guy closest to 
the hoop (after somebody launches a 
bomb), there's absolutely no response. 
Another item which could use some 


only four guys on the floor at the same 
lime, Acclaim was able to increase the 
polygon count in the players, making 
them more life-like. The Jam mode also 
features tons more dunks than it did last 
year, and it seems as if you see something 
different every time you go to the hoop. 
What really separates Jam from Live, 
besides the freedom of movement, is the 
fact that there are tons of different 

hoop games before: guys getting stripped 
as they go in for a dunk, yet they continue 
up in the oir and eventually just hang on 
the rim; or monster rejections from the 
big guy where you can literally FEEL the 
impact of the swat; balls that hit the front 





















~ i. y: graphics 

-- ' | The floors took just as good as the 

ones in |j ye< j^i |f, e characters are 
If a n T° re angular and rough looking. Also, what's up 
ft with the “nuclear orange" ball — it's on the-large size — like 
Ft a 66-pound pumpkin! The special f/x in the Jam mode are 
/ all done nicely, and as mentioned earlier, the players' 
f look in Jam mode benefits from the increasecLpolygon 
' count. Whatbelps Jam ih theigraphics department 
is the foct that there are so many animations /V? 

— you never get tired of looking at the same ff? ■ 
ol' plays. ffj 

SOUND .“ 

Since Acclaim did the onlyreasonable thing l 1 ■ - ' r 
they could, and destroyed all of the tape that 
Bill Walton made for last year's game, the play- 
by^play has improved dramatically. John Harlan \ 
does a good job ail by himself, and always 
: has something funny to odd to theoctidn: "He keeps'ntN 
i missing, yet he keeps shooting”. Unlike Live, the play-! 

\ byplay is able (©mention every player by name, andeven 
A some of the players' nicknames (the Admiral, Big Country, 
the Answer). Morv Albert, the original voice of the Jam 
Y\ arcade game, is back to add a little flavor to the pro- and 


addling, but for some reason, ‘ 

CONCEPT 

Bringing back the 2-on-2 Jam mode was the best thing Acclaim wHI 
could have done for the series (besides making the gameplay VV 
good, that.is). They had the 5-on-5 Jam thing Iqsf-year, :\Yv/i 
Jx and EA has it again this year with Live 2K( so it’s 

«N>'. nice to see gamers have finally got what they've l V® 
k .K l \\ ttoe n asking for. Even though the 2ysn-;2 concept I K 

JsL NX is ton years old (at least). NBA Jam 2000 marks 'll 
t >■ ■ the first time a Nintendo 64 basketball game Ff 
II \\ has hdd both a 5 on 5 sim mode and a 2- 11 

I - ./ ‘ p | on-2 arcade'mode. 


w ~- f r Jam 2K should have quite an extensive shelf 

Wjjjk&?sp/' life,duenofonlytoitsmu&iplegameplaymodes 

~y / ^ anc ^ ^ acf ^ at you ac,ua ^>' want to p |a y 

them), but because the game dlso includes a Rookie 
' Draft and an intense General Manager mode. When 
you complete cf season, you'll be able to draft two rookies i 
from a pool of more thpn 300 (insuring variety for more than / 
one season). Players will retire) and others will declare for il 
Free Agency, so there's many moves to make in the offseason, // 
























estricted to the number of i 


moke based i 


CONCLUSION 

NBA Jam 2000 has its share of problems that keep it from beii 
experience. If you erijoyfast and fluid gameplay, and a random 
the game after five minutes of play, .then you'll appreciate all th< 


imazing basketball game, but as it slai 
nt that keeps you from knowing everytl 
and subtleties thaf can be found in the 


GAMEPLAY 

_'-15a 

GRAPHICS 

HE *4 SCORE 

SOUND 1 CONCEPT 

SHELF LIFE 


J 

s 

vj~ 

0 

1=1 n 

§ 7 r 9 t r. 




1' ( A i 



IsSfflr 


1 SShBIIv'^X ^ 














































si, you should be able to ,access 
ckly. If EA really wanted to make 
in actual challenge (and therefore. 


that the only reward you get for playing .this 
game can be achieved in about. 2 minutes. The 
PlayStation version of live 2K. on the other hand, 
offers multiple challenges, thanks inpart-fo the 
inclusion of 40+ all time greats, like Wilt 
Chamberlain, Larry Bird,. Julius Erving (Dr. J), 
and Magic Johnson. It's a shame the the N64 
game didn't get these players, because it really 
adds much more depth and uniqueness to the 
game. Oh well, maybe next year! 

The 1 -on-1 mode is a blast to play against a 
friend, but against the computer, itfeavos a lot 
to be desired. First of all, the computer player 
(it doesn't matter who you play against — Shdq 
or Chris Dudley) will not allow you to drive past 


right mind would rather play a SNES version 
of their favorite EA Sports game than play (he 
same version on the Genesis. And, so, it is the 
same today as it was back then — the N64 titles 
just can't compete with their CD based cousins. 


GAMEPLAY 

The main attraction (and the best new feature] 
' for Live 2K is the "One on One" mode, where 
you can take on Michael Jordan, out on the 
playground! If you beat him in a gameofl- 
on-1, you'll be able to unlock his character 
































byan opponent. This is o problem that 
has-plagued Live games for years, but 


i and go in for the slam. Th< 
nputer falls for the head fake abou 


very often. Fortunately, the arcade game 
features lots of fast and furious action, 
along with all the high flying antics you 


ny twisted way of thinking, the arcade 
node should pretty much be one dunk 
ifter another — with the occasional 
trey" launched from the hot spot. Why 


and, on the higher difficulty s 
' just isn't a good flow to the 
sim mode also loses point; 
the dreaded "EA Sump". 


backward, as the ball bounces i 
only to be picked up {99% of the 


Acclaim game offers a better (c 
FUN) sim mode, and ihe arcad' 


































rears its ugly head when compared [M*»ShEE 9 
(o the play-by-play of a PlayStation 
game. Everybody in live 2K is jlS jsIS S W 
named "He", as in "He scores", "He H—— > “... ' 
passes", "He misses", and "He ■ 11 »Www 

joins" . There is a bit of hip-hop music that plays during 
the meniSt screens. What's interesting, though, is that even 
after you go to the options menu and (urn it all the way down 
you can still hear it being played during the 1 -Ort- 
mode. Weird. .. 






















CONCLUSION 

In a shocking ^wist, NBA Live 2000 falls short to the competition i 
is sluggish and'repefitive, but the arcndeexperience is entertainini 
of hoops in town an/more,however, as a total package, the gam 


i both the arcade and sim gameplay modes. The sim m 
apd the 1 -on-1 mode will be a hitwith your friends, Not 
! does offer up enpugh.fun to make it.a worthwhile title. 
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Chefs Luv Shack 


Acclaim is certainly getting the most out of 
their South Park license. Within the course 
of a little more than one year, they will have 
released three games under the banner of the 
popular Comedy Central TV program. Last 
Christmas, Aodairr. released South Park (based 
on the Turok engine) and this Christmas sees 
the release of a party game based around 
trivia, questions and mini arcade-style contests. 
Soon, South Park Rally will join to form the 
final piece in Acclaim's South Park trifecta! 
Now, we're sure that most of you are aware 
of the B-52's song "Love Shack" (although the 
best song from that album — "Cosmic Thing" 
— is the groovy "Channel Z") and the first lime 
the B-52's introduced you to the "Luv Shack" 
you thought it sucked and you'd never want 
to go (although, in her prime, Kale Pierson 
was one hot mama). But, now, South Park's 
Chfef has brought new meaning to the "love 
getaway" in South Park: Chef's Luv Shack. 


of classic arcade-style mini-games thrown in 
to liven it up. The game is extremely 
straightforward — I guarantee that you will 
never have to open up theinstruciidhbppk 
(and wouldn't Mr; Hat want it that way). 
Getting into the game iso no-brainer. There 
are no option screens, no fuss, nothing. Ju$t 
chose the number of players, which ofthe four 
South Park kids you want to be -- Carlman, 
Stan, Kyle, or Kenny and hoy many rounds 
you want to go — quickie,(2), fore play (4), 
good: luvin' (6), or hot & heavy (8). After that, 
it's off to.q trivia-style game show format, that 
will test everything from youfSouth: Park 
wisdom to what you know about the -91 Denver 
Broncos. Categories range ffpm "hot, strong 
& dark," "my fart wiH.go on” and "famous 
gay cowboys." There seems to be a good 
number to the amount of actual questions in 
each category, too, and they ore not easy. Sad 
to say,.but many people will probably learn 
something playing this game. Me, I learned 


GAMEPLAY 

Chef's Luv Shack isj at 
trivia game. Of cours 
t with South Park fans, 


t its heart, a simple 
«> that wouldn't fly 
, so there's a bunch 























30 porrtsl 


lovely host'Chef i 


■ fresh is the multitudeof m!ni- 
5, In all, there are 18, and they 
•etty much all derivatives of 80s 
[edassfcs:. Chef's Luv Shack will 
route randomly selected mini- 
in-between each round. Every 
F these games features characters 
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occasions. It's 2D and it's cool, right ; 
down to Mr Hankoy's poo stains, 
i The mini-games all do justice to 
l - their real-life rip-offs, even though r 

the PC dr PSX then you've seen (his ^ST 

1 game (or at least understand the 15 

gameplay style). As for the mini- ■HHg~ v 
f | games; they range from Paperboy f 
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/ Shock is good for what it is — a fun multiplayer party game: The trivia is varied enough and inferestinj 
i blast. This’ is definitely q crowd pleaser for any group of South Park fans, and if you're not a big suppo 
may even have the power to convert you! The bbttqm line is that if you like South Park (the show) and i 


South Park: ChePs 
the mini-games ai 
thfe show, this gar 
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alternative to traditional gamevThe beauty of 
video game Wai that you didn't need'dn'othi 
player to brijoy them. They could be taken on so 
if need be,-or if you'had-some friends handy, 
a group/Video games were meant to be tf 
ultimate entertainment medium, they were suppose 
tb .do away with board games. Strangely enougl 
notqnly have board games hung around, bi 
the/ve invaded.(He,video game realm. Garni 


Those of yotr that have played the board game 
know what to expect. This is an extremely faithful { 
rendition of the original game. Up to lour players, , 
can play thegame, and it ean be any combination : 
of hurngn and CPU opponents. CPU opponents 
can be assigned one of lour different Al types — 
cautious, bflfd/norma! or intelligent, Unlortenately,. j 
despite the settings, the CPU isn't all that hard 
to beat.. 

Veteran players yilhfind that luck does have a 
"bit to do with if, but the CPU players also have a 
distinct lack of trading skill. Occasionally the CPU 
will offer you a trade, but the computer players 
will.almost never accept-a trade,unless it is i 
something they have to do in order to stay in the 
game. If you offer a trade to aCPU player, it will 
either be accepted or denied. The CPU will never 
offer you a counter trade. It is also rare to ! See \ 
the CPU Rlcryers trading with one another. I played ■ 
morethan a few single-player games against two 6 
. or three.CPU opponents, and the computer never 
really made any intelligent moves They, would buy. 
whateverthey landed on (assuming they had the . 
cash), even if they could potentially 
garner the third -1 


property 




























something lame like $40.00 for Park 
Place. ■ Please — I've already got 
Boardwalk, I land on Park Place, buy 
it„and then it thinks I'm going to give it 
up for $40! Insanity, man, just crazy! To' 
sum it up, for the more "mature" gamer, 
playing against three computer dudes 
(on the highest difficulty setting) is akin 
to playing against the Three Stooges 
— without (he comedy! 

If you do manage to snag some human 
opponents. Monopoly becomes a much 
more enjoyable game, simply because 
the competition is suddenly so much belter. 
Human players will go at each other like 
a .pack of wolves on an injured deer. 
Whereas you can reliably predict the 
actions of the CPU/players, what a human 
opponent will do next is anyone's guess. 
Monopoly has a good selection of the 


most common house rules available if you 
chose to use them. House rules are player- 
created rules that are not officially in the 
game, but have crapped up over the years. 
House rules include: putting alj of the tax 
money in a pot to be collected by the next 
player to land on Free Parking; collecting 
double money if you land directly Sri Go; 
not being able to collect rent while in jail; 
not allowing property auctions; and having 
.fo go around the board once before buying 
any property. Although you may never use 
some of these rules, they do make for some 
interesting variations on the game. There 
is also a pretty good chance that any house 
rules you use are her®, which means you'll 
be able to play exactly hoW you choose. 
Because Monopoly games can easily take 
an hour or more, the developers included 
three options for those with short attention 
spans. The first is the- aptly named short 
game. The short game modifies a few rules 


and starts everyone off with some properly. 
The short game can typically be played 
in half the time of a regular game. The 
second is a timed game, which fixes the 
game Jime. When time is up the richest 
' player wins. Finally there is a save option. 
This allows you to save a game to a 
memory card and return to finish later. 
Despite the pluses,, there are a few 
annoying bits to the game. The first is your 
inability to deal with a CPU player who 
owes mohey. In the real world version 
of the game, if yoo find yourseif in a bind 
you can sell property to another player 
to raise cash. You can also step in to "help'" 
disadvantaged players and snag-some 
wanted properties for a-SOng. Can'f do it 
here. If a CPU player can't raise enough 
cash via mortgaging property they will 




















CHANCt 


BINT $35 
(1) $175 (2) $500 

(3) $1100 1.4) $1300 
With HOTEL $1500 
Mortgage value $175 


I roll the'dice and move through the 
I ; game, but.your first attempt at the 

guaranteed to leave you a wee bit 
frustrated. They can be learned after a few tries, but the interface 


Thankfully you do have the option to 

turn the music off. Sounding like a bad 

version of a John-Tesh CD, the 

Monopoly soundtrack is sure to annoy 

everyone, with the possible exception of investment ban! 

The game is. mudbbelter without music. The sound effects c 

other hand; are well done anct add a nice touch to the ga 


■ing a computer banker is easily the biggest advantage to 
ng Monopoly on the N64 versus playing the traditional 
d game. The computer, never messes up artd’it 
t exactly how much is owed. This maljes playing Z/y 
me a lot. easier, since you don't herve to worry 
noney. It also solves the problem of the thief /A V' 
annoying player who tries to swipe extra 


CONCEPT 

Arguing originplity fores portCif a board i 
\ hard. On one hand you want it to be auf 
the original,on thg other you* wan 
■fcV something new. Monopoly does a dr 
QL i in both respects. It could have easil 
HI I straight pOrt, : but Hrjsbro took the tirr 
Hr I it up a bit for the N64. Of course, a i 
Hr / concept would have been to make tc 


GRAPHICS 

From a visual standpoint Monopoly looks good. 
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then Titus has developed o game for you. 
Roadsters is yet another racing title for our 
beloved console. This brings up the question, 
"Do we need any more racing games for the 
N64?" There are plenty of good, even great, 
rqcing games for the N64 and in order to 
compete with those games a new title has to 
do something better. It could be great control 

Titus, the company that brought us the dreaded 
Superman game (which earned this magazine's 
lowest review score ever), brings us a racing 
game that leaves you ashing that very question. 


racing is the Trophy Cup This involves choos 
one of the 8 characters, which, by the w 
doesn't really change the game except ! 
person you-see behind the wheel and the VC 
you hear during the race. Once the charac 
is selected, it's time to buy 1 a car and upgrc 
that cqr if you have any money left over. I 
example, you might want to buy better tires 
improved traction. Unfortunately, in this rac 
game there is no such thing gs 'all purp< 
tires". If you want belter traction in the snt 
buy "super snow tires". If you want belter tract 
in the rain, then it's "super wet tires" for yi 
There is also an option to buy selectal 
suspension ("super-dee-duper suspensic 
— just kidding). This gives the player 
opportunity to change the suspension bef< 
and during the race to match the condition; 
the course. The same is true for the gearfc 
ratio', allowing you tp adjust for fas 
acceleration or higher top speed. The ga 


The object in Roadsters is to pick one of 8 drivers 
to race against other cars over 10 tracks That's 
it — no hidden shortcuts, no wild jumps, rip 
stunts, power-ups, or anything to collect. OK, 
that might be oversimplification, but that's what 
the game "feels" like. The truth is, in addition 
to the simple "quick" race, time trial (race 
' against the clock) and the compete-against- 
|n your-buddy multiplayer race, the main 












multiple laps on each of the selected 
courses. Before each race the course 
layout and weather conditions are 
displayed. This allows the player to set 
up the car for that specific race. One 
of the more interesting elements of the 


Race for a better car. 

All of this would be good and fine if 
racing the cars was any fun at all. The 
real problem here is there isn't enough 
to the racing. The. cars handle well irV 
simple straightaways and zigzagging. 
But when it comes to a sharp turn, there's 
almost no control — the all-important 
powerslide is nonexistent in this game. 
Races are essentially learning the course 
and where all the sharp turns are, so 
the player can slow down before the 
turn. This is very frustrating to learn and 
most right-thinking people would give 
up after continually slamming into the 
a sharp curve. And there's 
; frustrating than having to 
r into reverse to get away 


there's none of that i 
fact, the cars don't 


■ how hard) 


And I don't even hav< 
into t^ie inability to 
slide, the uninspired < 


Roadsters is a strange cc 
tndny setup options or 
overly simplistic racing < 


a huge waste of time! Do the best with 
•whatever tires you got and hope that 
the computer : controlled opponents 
make the mistake of going into the pits. 
Money and points are given depending 
how players fared in each race. Players 
must decide if they are to spend the 


GRAPHICS 

If a game's overall score wi 
on first impressions, Roddst 
have scored better. Graph 
game looks top-notch. The 

amount of background de 
example, one track takes pla 


nothing more fi 
throw the car i 
fodm the wall! 

The learning curve woi 
take if there were cool > 
or damage to the car 


the car they have or save the money 
and sell the car at the end of the Cup 


i to watch 
void, but 












yes off the road to i 


lotice (always 

H . ig game) you 

I will see planes taxiing down the 
. j j runway and taking off)-and flying 
far away (and while flaying this 
II wish you were on that plane). There's a lot of 
raphic touches, such as birds swooping the cars 
i by, sunlight streaming through a break in a 


8 characters, 10-tracks, and 30+ [f BSSbL. 

cars. The 30 cars are ok, but I doulf 

anyone will play the higher model 

cars because they won't be,winning enough money to 

purchase or unlock them. The 10 tracks would be enough 

if they were killer tracks, but they aren't. And the 8 characters.. ! 
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Bioodlust, Frag Tag and Capture the 
Flag. Bioodlust is simple deathmatch 
— shoot your opponents as many times 
as possible to rack up Irags. Frag Tag 
is an interesting concept: One player 
is : '-it", which means he has very few 
life points and doesn't have a weapon. 
That player must avoid being shot, 
or "tagged", by the other player and 
look for an open warp gate. Once 
found, that player is no longer "if and 
regains their weapons, ready to hunt 
for the player who became "if'. Capture 
the Flag is a simple premise — there 
is one flag and one goal for the flag. 
The point is to grab the flag and run 
for the goal. If you don't get to the flag 
first, all is not lost. Simply kill the player 
who has the flag before they reach the 
goal and the flag is returned to its 


original spot. 

So what happens if you don't have any 
friends to play TRW with? Acclaim couldn't 
release a game that's only multiplayer, 
could they? There are single player "trials" 
to go through to practice all the levels and 
modes of gameplay ago inst"bots", which 
are computerized opponents. The trials 
start with 3 character skins to choose from 
and as the player progresses further into 
the trials new weapons and medals are 
unlocked. Make it to the end of a trial and 
new character skins are unlocked for the 
player to take through the trials. 

For a console game, TRW handles 
Deathmatching very well. If you don't 
have access to such a killer gaming rig 
(P3 PC), this game gives you a taste as 
to what multiplayer mayhem is all about. 
One of the better elements of the game 
is the level design. The focus of the levels 
is killing, not exploring. Therefore, the 


>levels are designed to be small/ so you 
are spending more time killing than 
searching. The main problem with Tunok: 
Rage Wars is simply there is not enough 
game to grab onto. The deathmatches 
are fun for parties and get-togethers, 
but for a game to be considered good 
by this reviewer it has to have at least 
as a strong single-player element. TRW^s 
trials are fon, but the whole experience 
seems rather empty. The computer- 
controlled 'bots are well programmed 
and seem to fight like human opponents, 
but there's no real direction to go, no 
real story to get wrapped up in. 


GRAPHICS 

The graphics in Turok: Rage Wars are 
one of the game's strong suits, especially 
in the high-resolution mode (with the 
memory expansion pack). The levels 























Probably the best aspect to the graphics is the 
of fogging that has plagued the first two games 
fhere's.one constant complaint about the look 
ames, it is that darned limited view where I 
sckground fades out. Thankfully, thqt is not a 
oblem with this game. Because almost all the 
els in this game are indoors and the levels / 
small, there's no need for the programmers hi 
reate the fog.’ i t. 


hard to judge the shelf life for this j 
vou dig multiplayer games and esps 
st-person shooters, then you will pro 
playjng this one a lot. The single p 
ie does keep you playing as you ui 
is.characters, especially because the 
rs have different weapons or style of | 
the Raptor (dinosaur) with no guns r 
, but it turns out to be fen. However, 
t needs to be more to this game in ord 
— at least at the single player level. 


ind is another solid aspect of TRW. The 
sic in the menu screens has a nice, melodii 
iative American," feel, complete with voi< 
anting samples. The sound effects are eqc 
itisfying — gunshots ring out loud and 































I CONCLUSION 

Multiplayer-only games, or at least games that stress multiple players, are in danger of ruining PC gaming as we I 
, this will happen with consples. Games like Mario Party and Smash Brothers might gain in popularity, but in reality 
I to have a strong single-player element first.if it's to be successful. Turok; Rage Wars.has good graphics and sound, and t 
Deathmatch gameplay. If that's what you are looking for in an action game, then this first person shooter is right up" 
•I if you need more to a game — story, strategy, random elements — then yog will probably tire of this game rather qi 
L does well (multiplay), but in this reviewer's opinion that's almost, but not quite, enough. 
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Rayman 2 has bear, in development for guile some 
time, We have been playing this game, in one 
forrrt or another, for the past 1-1/2 years. Two E3's 
agp, we were very impressed by the title and, 
for many, of us, it was the game of the show. Has 
the ensuingTime been kind to Rayman? Has he 
made the transition frohv 2D to 3D without 
complications? How do you throw ; things without 
armsf These, and.many other, questions will be . 
answered in the review that follows. 


game is in exploring. The quest is broken down 
into a series of levels, each containing a number 
of sections. Rayman must collect Lums (999 total 
to be collected in the game) and release prisoners 


el (80 in total). As we are brought into the garni 
i find that Rayman has been stripped of all of h 
iwers. He meets up ; with his pal, Globox, in. 
ate prison and Globox gives Rayman a powr 


GAMEPLAY 

While 1 believe that the primary reason that I have 
enjoyed Rayman ?, and that I consider it to be one 
of the best choices for your holiday shopping dollar 































interested and playing. This is good, 
because most .of the basic enemies pose 
little challenge — although the .boss 


The sound ehgineis very solid. Of particular 
note is the way that sound effects coming 
from outside' of your field of vision vary in 


GRAPHICS 

Graphically, Rayman 2 is among thebest 
that the N64 has to offer. More than the 
high resolution (RAM Pok is supported) 
graphics, it is the design of the game's 
fantasy wodds where the art really shines. 
It is obvious that the design team really 
had a clear vision of where they wanted 


acquiring all of the turns, masks and rescuing 
all of the prisoners is a difficult task. Only 
'by doing them all perfectly within d leveT.can 
you open up.bonuh rounds and secrets. 
Outside of sports tiies and multiplayer games, 
the long-term pfay value in Rayman 2 is 


the. volume increases and the volume frails 
off as the objectgets further away. The music 
is also exceptional, with an almpst pastoral 
feel to it—perfectly complimenting gameplay. 


CONCLUSION 

Great graphics, great gameplay, great game; 
Rayman 2 delivers the entire package and, 
in the process, gives N64 owners something 
other than DK64 to play during the holidays. 
Even if you buy the big monkey boy this year, 
don'1 jet that stop*you from purchasing 
Raymqn 2. ’. 


Rayman 2, The Great Escape is whacky, 
weird and wonderful. It stands out as one 
of the most uniqubggming experiences to 
be had and ranks up there with the Mario's, 
Goldeneye's and Zelda's in the Nintendo 


anywhere 3D and the basic environmental 
elements, effects and the overall color 
palette work together to create a beautiful 
virtual world. On the negative side„the 
character animation (with the exception 
of Rqyman himself) is nothing to write home 
about and the camera can get a little funky 
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Hot Wheels 
Turbo Racing 


Mattel Inc.'s line of small toy cars called Hot Wheels lias been 
popular with little boys lor over 3 decades. At some point those 
little boys grow older and they start to lose interest in pushing 
those small pieces of metal along a plastic track'while saying 
"vroom vroom". If you are a videogame.player who bngs to 
recreate the classic "Snake vs. Mongoose" race of your youth, 
then look no further than your truSlyN64 to experience it once 
again. One word of advice though —RENT IT! . 


are gained by performing stunts in the air. The stunt may be c 


the player is successful in performing a stunt (i.e. got crashing), 
then they will be rewarded with one, two or more turbo points. 
This aspect is what will either make or break the game for you. 
The stunts are handled in a completely nonrealistic manner, that 
is.to say it is possible to start flipping in one direction and fa 
stop mid-atrip dip in the opposite direction. Anyone who knows 
even the slightest thing about physics will realize that without 
the aid of racket.boosters this is completely, impossible. Keep in 
mind this is only a game, and once you learn the skill of 
performing these stunts it shouldn't matter that Isagc Newton 
wouldn't approve. Some people can't get past this fact, and for 
them the game will foil flat. That's why we are recommending 
you to try this game before you buy, so you can find-out for 
yourself which type of gamer yog are.''.' 

It's kinda weird for a game tofoqve all the physics, right on the 
money except for the control of mid-air jumps, but the intent 
is to have fan with the stunts which gives this racing title a unique 
feel. Ifl had to pick a word about (foe layout of Hie courses, that 
word would have to be "perfect". Of all the racing titles available, 


GAMEPLAY 

Before you read any further, let's get one thing straight — 
this is an arcade racer. There's been plenty of good racing 
titles on the N64—Diddy Kong Racing, Monster Truck Madness, 
San Francisco Rush , and Beetle Adventure Racing. If you missed 
out on any of those titles I suggest you stop reading here and 
go play one (or all) of them. 

Every racing game has to stress a certain aspect of racing. For 
Beetle Adventure Racing it was exploring hidden passages 
to uncover secret boxes'. Diddy Kong Racing has a fun story 
line. SF Rush has insane jumps. The main aspect of Hot Wheels 
is just what the titles suggests—Turbo Racing. The goaf in 
HWTR is, like most other racing.g’ames, to come in first place. 
v In order to do this the player must build up the turbo of the 
car: Each turbo unit used gives an additional boost of 
speed, which usually results in either passing one or two 


















Graphically the game is a mixed bag. The good news 
is there is almost no pop-up. The bad news-is the low- 
resolution graphics and poor color palette leaves a 
lot to be desired. As you ran tell by the screenshots, 
this game won't win any beauty awards-. It really 


/result in frustration. Every time I heard the announcer 
countdown "3,2,1..." I felt like towing the controller 
at the cheesy voice. Again, it might be the N64's 
limited audio capabilitres, buf I gotta reylew the game 


doesn't matter that'tnudi, because the c 


CONCEPT 

-(tyoi/ve read this far into the review then you think like 
me — the possibility of-a racing gamobuilton Hot 
Wheels cars is a cool one. The whole race' is centered 
on hitting the turbo at the right moment, and the fad 
thct those turbos have to be earned is a brilliant ones. 
Whether yoy buy into th&irjipossibility o( the stunts 
'brnot is secondary—the concept is still cool. 


N64's hardware, but still... yock! The frame rate is 
on the low sidg, bu,t fortunately it never gets to the 
unplayable level-even with a lot of cars on the 
screen. After playing this game, the wail lor Nintendo's 
nextgeneration console seems agonizinglytoo long!. 


t track design. If you can-ovencomp the flaws c 
leirdness of the stunts you might find yourself hav 
However, if you don't care fer this type ofarac 
e ,or are just plain sick of 'em—stay clear. 


SOUND 

Sound isfruslrating because there are some rockin' 
tunes in thegame. With such artists as Meat Beat 
Manifesto, Primus, The Reverend Horton Heat, Mix 
Master Mike arid others, the soundtrack could have 


SHELF LIFE 

Unlocking cars and tracks is 
these days,, and HWFR does 







































Docket the Robot 
On Wheels 


There is such a cool concept behind Rocket The Robot 
on Wheels that the gome has no directcompetitors. Iti's 
an action/platform Rile that is almost entirely bail* around 
puzzle solving, with a minimum of enemy fighting — set 
within a theme park world that is fresh and engaging... 
let's explore Rocket's universe/ . 


Rocket must collect Tinker Tokens. There are 200 in each 
level and they can be Used to start up different vehicles 
that appear in the game (like a paint ball shopti.nghovei; 
craft of a mechanical sword fish). As you progress, Tinker 
will also leach Rocket some new moves that will help you 
obtain hard-tp-get tickets. 

The ganfeplay eschews violent enemyconfrontation for 
amumber of clever minifpuzzles that have Rocket doing 
things like dipping himself in different color paint so thqt 
he can disguise himself as a-guard,. buildinga roller 
coaster, then taking it for a ride... and frying to design it 
so that he can grab the different collectibles that are 
hanging in the air, at different elevations. What makes 
thisbit more than cool is the fact that you can hop on the 
ride, then loofoaround with the game's first-person camera 
as you .try out the loops and drops thoffyou have designed. 
Each level (area of the park) Jias a number of different 
pOzzles and features like this. 

In fapt, the level design is one of the game's two strongest 
points, the otherieing the way Rocket grabs object and 
enemies. Rocket has been equipped with sort of a tractor 
beam that plfowshim to pick-up and attach to other 


CAMEPLAY 

The ggme was developed for Ubi Soft by an unheralded 
■ group’going by ihe name of SuckenPunch Productions, 
f can't verify whether or riot this is theirfirst title but, in 
any casej this team, is a force to be reckoned with in 
video game development. The game is built around the 
main character, Rocket — o robot that has been left in 
charge of an amusement park that is set to open its doors 
lor the first time the next morning. Unfortunately, Whoopie 
Worfd; named after its main character, a walrus, is taken 
over by a jealous raccoon, Jojo, who.bas plans for."Jojo's 
Wpdd" — and he won't Jet Whoopie or Rocket stand in 
his way. Jojo escapes into the amusement park, taking 
Whoopie prisoner, and;begins to shut down areas of 
the park, as well as the main machine that controls things. 
t Rocket must find tickets to allow Tinker the repair robot 
jk , to re-activafe the shut-down areas (the more tickets 1 
you collect, the more areas that open' up) so that 


















V tOfe, f; 


gears and poles, sojhatybu.can launch Rocket 
up lo hard torepch areas of'the park. 

All in all, a very unique combinational platform 
action and puzzle solving, with' a theme park. 
environment that is irresistible. 


the puzzle solving, number of levels and the .quality 
of the challenge will.have you playing it lor up 
to40-50hours... ' ■ 


SOUND 

Great, cirtusiib tunes highlight the sound package 
in Rocket. Unfortunately, that is all there is... as 
the game contains no voice.atall. While we all 
understand the sacrifices that must bp made when 
delivering a product on a more expensive ROM 
cartridge; ! it seems like they could have given us 
,a little something. 


GRAPHICS 

LikeRayman 2> Ubi Soft's other AM title 
shipping this holiday season, the graphics in 
Rocket arenothifig short of spectacular. While 
enemy animation is very limited, the vq'rietyof 
different looks found in the areas of the park 
and the quality of.the textures and bright colors 
make for a very attractive game. In terms of 
the camera, you have complete control of-it, 
in a fashion very.simifarto Mario 64, and, for 
the most part, if works well. But, like Mario, 
there are times when the game lakes control 
overthecamera and you can't wrestle itbqck... 
this can resuitin looking at Rocket's face and 
not in the direction'you are headed, and in 


CONCLUSION 

I can't tell you hoW surprised I am by the unique 
qualities of this game. Although if is going to fall 
low in the action/platform pecking ondpr this, 
holiday season (let's face it; going up.against DK 
64, Rayman 2 and Toy Story 2 is a pretty tough 
order), it is a game that no N64 garnet should 
miss. If you've ran out of scraich, rent it first; you'll 
make sure you find the money, once you've had 
a taste of Rocket: The Robot oh Wheels. 


CONCEPT 

The concept behind Rocket is fresh and unique. 
It is safe to say that you have played nothing like 
it on theN64... pr any other game system. 


SHELF LIFE 

Rocket features a tremendous 
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* ongind gome (ealured only asteroids and two alien spaceships 
hurry you.alon'g. When you shot on asteroid, it brofe into 
o smaller pieces—each with o different trajectory These pieces 
old be shot into two smaller pieces until the screen was eventually 
II of floating.rocks. When you eliminated all the pieces... you 


e of the few differences between lost year's 
this one involves the multiplayer game, 
can compete on a single screen. ; TKefirst 


s other players loSetheir ,ship?before) 
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Hands up.r-'Jiow many ohypeknew that bating had 17 
divisions and usually different "champiohs" per weight dass? 
Ok, the three ofyotinSd to getiot (nore^often. Boxing is such 
a fragmented sport that other than the occasional heavyweight 
fight, the sport, draws little public attention. Way back HK 
15 years ago, Hagler vs Hearns andHcgiervs Leonard were 
big deals ^everybody wasidwake'of thefightgsand couldn't 
wait for the fights. Now, very lew people know of care whom 
the Aqprplons irtajn such an environment, boxing as a game 
is b toiigh sell. Midway tips gone the extreme arcade route 
with Ready 2 Rumble, but EA snere |rar the first time on fie 1 


e jaw but you've alreadye 
ns. The computer is fairly 
should be learnt. 
send of the fight there arei 
ding fight|ighlightsahd< 
oxing did tliisone better k 


Knockout Kings 2Q0O. The fighters are split 
weight classes: Heavyweight, Middleweight 



























ypt here theypre included for.rtieir obvious name 
recognition. Spinks, probably the worst Heavyweight 

than a gap toothed joke and the less said about 
Butterbean the better. The Middleweightgroup features 
the standard okHimers of Ray Leonard, Marvin 
Hagler and Roberto Duran, although it would have 
been nice to see Tommy Hearns included. 

Probably the most enjoyable mode is the two- 
player slugfest. Here none of the computer Ad ; 
deficienciesarerelevantandKnockoutKings2000. 
shines as a very good looking boxing game that 
gives two players the opportunify to outwit and 
out fight'each other. 


Western Forum to Munich Germany are included, 
,along with the prerequisite round card girls. This is ihe 
kind of stuff that EA does better than anyone elsebnd 
always ups the overall feeling about the game. 


SHELF LIFE 

from the career mode side of thing’s,yoirwill beable 
to log a decent amount of time jnto Knockout Kings 
2000. However, once you've finished that mode, you 
may find yourself grabbing Ready to Rumble when 
you want to play a quick game or two of boxing. 


SOUND 

Al Albert and Sean .O'Grady provide the commentary, 
although that amounts to a comment or Iwo-through 
the round. With Michael Buffer off working elsewhere, 
up and comer ring announcer Jimmy Lennon, Jr. takes 
thVmike fpr the introductions and qddsg’level.df 
authenticity to the proceedings. 


CONCLUSION 

Knockout Kings 2000 is another in a long list of attempts 
to meld the arcadeand simulation aspects of boxing 
into agame.’lt's a fun title, particularly in the two- 
player mode, but there is plenty of room for 


GRAPHICS 

Graphics are where Knockout Kings 2000 really 
sparkles. The polygon-based figures really look like 
the individual fighters and there is a true sense of 
controlling the actuaffighter. While the animations 
are similar fora multitude of fighters, the fighter 
graphics are nice enough that it takes you a while 
to figure this out. Multiple rings fromitheGreat, 


CONCEPT 

Being the first in any type of game available for the 
Nintendo 64 is always a good position to be in, and 
one that helps bump up the ol' concept value/Grqnted, 
like is the case with any sportsgarrie, you're not going 
to reinvent the wheel, but if you do it right, you will still 
make a fun game. And EA has done just that. 
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, Paperboy now takes place In locales such as 
oo, a volcano, and a junkyard. The.bQriuslevels, 


GAMEPLAY 

the original featured a suburban street which scrolled diagonally 
from right to |eft.'A| tiie domiciles were on the left side — 
subscribers' houses were bright; while nonsubscribers houses 
blacfoYour job was to deliver papers to iheporch or mailbox 
of tobscriberswifefotdamagin^lfreir hodserorycnid. Youcouldn't 
stop ydur bilqB, and neither could you turnaround. If you missed 
or damaged ,a subscriber s house,- they:would cancel their' 
subscription. Nonsubscribers' houses were foir game for thrashing, 
however, sOyau coulcfljreak their windows, statue's, garbage 
cans; etc. At the end of the street; you ran through an obstacle 
course for extra poirls before toe nee! round started. Tjre game 
ended if you lost all subscribers on the street or if you lost your 
three lives by hitting obstacles such pspors, fences, and pedestrians, 
in creating a three-dimensional polygonal wodd, the designers 
have made several changes to the gameplay. Subscribers now 


paper-tossing abilities to defeat the evil Dr. feslq and his monsters. 
You can perform stunts with your bicycle fat will earn you extra 
timeon the clock, and there are power-ups which will replenish 
your lieallb or speed up yoursbike. Crashes np longer automatically 
cost you 0 life, although they add to a damage meter. The biggest 
change, hawser, is that you are now able to damage a subscriber's 
domicile and still get cidit for a delivery Where the original was 
a game of finesse, this change makes N64's Paperboy more of 
0 -ace against the dock. As king as you are able to restock 
your newspapers by finding bundles, youclon't have much to lose 
by blanketing a potential target, An area map'and trajectory 
aiigw will help you hi) the mark, although these can be deactivated. 
Those dreaded yellow C bultons.are utilized to jump and activate 
powertops. They're still hard to reach while keeping your fingers 


































.Ilherelbre 


playing through the gartjs for a few days, the look ol 
the game eventually grew on me. Since the subject 
matter is so: comical, a map realistic look probably 
wouldn't have worked. Still, the game looks d little bit 
rudimentary. If would be a shame if this scares people 
away from trying it. . 


e lor the presentation. 


As with most polygonal games, there.gre oecasional' 
camera problems and glitches where your bike may get 
stuck on an object, but these are lew and far between, 
ihelaakpf the. game is pretty crude, though, and definitely 

is a fashpaced arcade type 'game.wbich is surprisingly 


For a game that is limited to one player. Paperboy has 
a decent amount of replayvalue. There are more than 
a dozen levels, each with a different layout and different 
types of residents, domiciles, and obstacles. In order to 
open the next level, you'll have to replay the current level; 





















































ifin Macjderr Football/tti e game (hat put the word /franchise" 
thephrase 'sports game franchise" is-bocbandbetter than 
rer. It's hard to befevethat it has-been 10 years since this series 
•St debuted 6s a video game ootheSega Genesis. Spiprisir^ly, 
e Nintendo platforms haste never been one of the strengths of. 
e series—although last year's Madden 99 was good: Now 
r the second year, Maddenis increasing its own high standard 

i tjte plafctJi. , . , "} f j*i 


GAMEPLAY 

ISrjqly-^ldblbal game whereyou can oducly succeec' 
ajunningplay. In feallife, only the'8 i SarvFriaihcisco 49ere >i 


vilh a Tournament. Franchise is by far the most interesting, allowing 
tplayer tococrch their team jhrwrgh rrtutHple'seasons of play and 
Irak It is here, however, thqtbne of.the failingsof Madden 2000 
s self-evident. As gpod as the gameplay is, the overall interface 
lesign for getting ground iheigome shell is an abomination. It is 


rrly counter-intuitive that it is beyond < 


iej In addition to the poor shell interface, lor somr 
itasy Draft wos dropped this year. Especially witf 
nproved player models, the Opportunily-to build < 


yould have been ntashvelcome. 
iis the addition of an arcade mode, 
r been wha - Madden was about and 


Mother slrpnge decisio 
Pufiaarcade qction has r 


bethatjhesUcctesofhliiBlilzc 








































need to complete certain tasks, such as a 30-yaid pass 
or answer trivia questions to unlock additional features 
wfelhppioduet' Certainly a new twistto sports garnes 
ahdtne that adds'a bit pf depth. 


ifeas if I have a.Sunday. ball gdrpe on in the background 
just siiperb. Madden, on the other hand, ironically 
needs some work. His comments are ok but they turn 
up in strange and inappropriate places* You also'gbrt-t 
need to beer the some phrase five limes .in a row. Hep 
difficult could it be to put in a check that makes sure 
.that tde.’some Madden phrose-isnhusedtwiceinarcw? 


t ; | the Maddensertes has, in fact, been spotty orvquolity 
| f in the past. However, this never impacted sales and now 
I I with by jar the best football game lor the Nintendo bd, 
j I I an extremely long shelf life is assured. One that may even 
, | I' be picked,upaflerMac)den 2001;cornes'6ut! . 

CONCLUSION 

i '■ | What's to say? The best football game available on the. 

S N64.' The riinning game adds a new'dlrr^ision te the 
. [ pwbduct and only thlborrible navigational interface and 

I j ! lack of a fantasy draft stop this from b^ryg a'T0.;6ut afl. 
| [ frustration aside, the gameplay is thethii^ and|Jaying 

| | [ a football game mixing up b'ojff'ppssihg and - running 
| I I is a blqst. If you.play sports games, particolarV football, 

| f- then ge out and get this game. Highly recommended. 


Overall, the gome is a beautiful sight. Not only are the 
players realized well but the different sizes of the player 
models are very noticeable. Tbs stadiums, officials, and 
. players on the sideline add akivel ofdelail that adds 
to the overall e$xt Add inlhe traditional high Values 
oflhelA presentation and againihisislop draw. One 
fenny aspect of the graphics is the new added goal nets 
for field goals and extra points; EA may be. the master. 
of adding chrome but this is getting a little esoteric" ■ 


CONCEPT 

.fou can just imagine the scene at EA headquarters at a 
concept meeting. Producer: "Well we've got the spqrls 
game seties'wjlh the most name recognition, every year 
it makes the company oodles of money, so wethought 
vre'dbo ifagain but make Itlhe beston the market.' Mr, 
Suit "I dunho guys, maybe we should give-it a rest for 
a while!' Cue summary execution of suif and hdpp^ 


Pat Sqmmerall isiack with his broadcast partner, John 
Madden, and his commentary is constant, accurate 
and perfect. As I writelhis review I have Madden running 
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In 1998, Acclaim staged one ol the belter first strikes ever-seen in ibis 
industry when they craftily acquired the one'year rights to the NFL 
on the N64. No othef publisher, art noticeably EA, was able to use 
the NFL team names and logos lor their N64 gomesend NFL 
Quarterback : sales soared. Not only a briliant coop lor. those responsible 
but it also gave Acdaim a leg up on attracting consumers to their title 
lor years to come, it's taken them, only iwo years to blow it. 


GAMEPLAY 

It's hard to even find a place to start. Once the cool Brett Favre 
introduction has finished you can jump straight into an exhibition 
game between Ailonta and Denver, last year's Super Bowl combatants 
There are lots ol options such as weather, injuries, time of day, dock 
speed, celebrations, etc., and this is another place where Acdaim 
excels. The likelihood of penalties being called aryj player substitutions 
can also be entered So, this oil looks goad, until the first game 
screen comes up and contains a confusing play calling overlay 
lor the kickoff. 

This only gels worse once into the regular ploys, where the play 
calling windows ore far too small qad there is no color aiding of 
the receiver routes. This makers it virtually impossible to decipher 
what receivers are tunning what routes. Then, the biggest problem 
, is thatlbe camera makes the passing game next to impossible. 
* From the snap, the camera (dubbed QBC Action Cam), pulls 


rather than moving in a lluiclimotion, so what you're left with is a 
very herky-jerky looking screen—who's got the Dramqminel 
Yet al is not lost The runningjame shows some potenfialand the 
control of the defense, especially linebackers coming op a blitz, is 
very enjoyable. This is one of the few games were a delayed bjitz 
actually hasa chance of being successiuk The information'screens 
are very complete and the update on the injured players® a’ nice 
touch . A rather bizarre set of circumstances in one exhibition game 
played had Atlanta's Anderson and Chandler and Denver's Davis 
all go dawn with knee injuries. Talkabout simulating real life, where 
alii players have been seriously injured to stdrt'lhe season! Another 
nice fluff piece® the 'kickoff, hang time meted',''which showed an 


:.. NFL Quarterback 2000 c 
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, NASCAR has 


unted and well c 


,EA Sports! 


Z button to accelerate and the A button to brake, and (fortunately) 
ibis is accommodated in ane of tbe setups, li* is important because 
it allows me to 'feather" the brake going i-te comers rather than 
m'ashthe buttons back and forth. 

Tbe overall car sety> can alsqbe messed with by adjusting tbe rear 
spoiler, lire pressure, gear ratio and wedge: Bermy Parsons gets 
to talk qbouljhese every Sunday bul.all ^ob need to. know-is if 
you mess with them you usually can go foster but your handling also 
goes to bell, fortunately, ihereisb vetynice icon showing such things 
as Top Speed, Handling, etc. and bow changing your sellings impacts 
the overall performance of the car. 

Finally, the Physics and At can be adjusted so thqt'your opponents 
drive to less of their ability and drafting is greatly enhanced. All 
of tbisallows you to win a race; bear the cheer ofilhe crowd and 
get ready lor the real challenged^) Championship, season at the 
proper settings! 

After qualifying there is a nice little newspaper headline about who 
qualified first qnd where your driver ended up. Vs a small thing, but 
as a fan of Darrell Wahrip, I particularly liked that fiisW moniker 
was used in the headline. 

The biggest problem is that when Benny Porsonssays."there's great 
action oil around the track," there isn't,.Tfie cars generally race 
around the track in single file fairly evenly spaced. 


tadden,NHL Hodcey brlri this case.NASCAR 2000. 
S is a bad product, fa: from It. It just happens to be 
1 copy a? NASCAR 99. 


GAMEPLAY 

Jump intoVQuick Race using the randon 
driverand track combination that you like,' 
tracks qnd 33 currenhdfivers so the comb 


•out all the cool features and options within the gome. 

The Single Race and Championship options should be selfeexplanatory 
but part of the fun is in the details. Within the NASCAR Options 
you can set various modifiers, jnduding the rooelenglh ond damoge 
to the car. It's belter to turn the damage off until you get a handle 
. on how Ip drive the car. This is where the gome controller comes 

r* into play. Using the A and B buttons far brakeand accelerator 
is uncomfortable for some, including myself. While the button 

























looking like q long tern rival to Jeff Gordon. If/ou can't 
live with outdriving as .or against Stewart, or maybe 
Earnhardt, Jr. then iris will work for you but there should 
have been a lot more added tothe product to justify the 


Your reaction to NASCAR 2000will rest solely on whether 
yorrown lhe'99 edition. If you dooyvnlhcj version' then 
there really isno need to biy it again this year and you 
should wait until 200). However, if you ha* not yet 
purchased the 99 edition and your are a racing fan then 
this is very much a title you pick up. Ifs fop, a 
challenge in the harder settings and pretty complete featuring 
most ofthe lop drivers and tracks. In this case, depending 
on your previous purchases, it reaBy is true thatyour mileage 


that normolly feature Miller, Budweiser, Coots, keep 
primary.Colors but little else. Night racing*! Bi 
and Richmond and the Charlotte race, that turns 
day to night, add a nice change of pace. 


SOUND 

IV announcers Bob Jenkins and Benny Parsons 
commentary. Unfortunately, part of Parson's rPaliy 
is to tell interesting anecdotes based on .his dri 
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pass/shoot, and steal/block on offense/defense. Crazy dunks 

baskets in a raw Will make the picker "on, fire" where his shots 
will fall from justabbut.dnyWhere and much more importantly, 
goal tending (slopping a U from going ip when the ball is on 
the way down} is not colled; Speaking of goal tending,'it doesn't 
'count as a basket scored by the opponent when figuring outif 
you have made 3 ,shdfs'in.a row to get on fire. Therefore, a 

three baskets yourself to get pn fire. The team can also gel on fire 
if certain criteria regarding alley-pops and double dunks are met. 
It was very noticeable: that the opponents dunk a lot more in 


Various player head and body types are provided, such as Pippin, 
Shaq, Hill and Bryant and there are even 6 couple of woman 
players who can playin regular uniforms oraversion of standard 
gym ware with bare midrife, these aren't official WNBA players, 
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with the analog stick. That's right I said tricks! Along with 
the regular races, Supercross 2000 features a free-slyle mode 
whereyoo pair perform triples in the air. The longer you held the 
trick, the more points you will be awarded. It is also possible 
for string tncks together so long as you have enough time to finish 

You apn dxjose to tejee as ofie J 24 real-life pros, such asMike 
Metzger, Doug Henry, Miks laRocco, Michael Pichord, andjeff 
Ernie. If these names mean anything to you, you probably already 
bought the game before reading this review. : You can, of epurse, 


between 250 and 400 cc, slick or rough traction, acceleration 
or top speed gearing, and soft or stiff shocks. These adjustments 
really are noticeable, so it is worth spending the time to figure 
out which settings are Me to your liking. 

There are five different viewpoints,.including a' stomadi-ehudiing 
first-person oyer-foe-handlebars ajmera. Difficulty levels indude 
beginner, rookie,pro, and custom, and foe differences between 
them indudersueh-things as top speed, collision frequency, 
anff foe use of invisible barriers io keep you from landing off foe 


i lose lime, as will bumping into other riders (which is wtiy 
i important to get a good start off foe line). While in the 
. you've already got to be turning so that you wilffie 
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GRAPHICS 

The bicycles and riders look firfe, pllhough | 


soffciidei 


nicely rendered, although for some reason they just 
don't seem to have'lhe same "character" as'they.do 
m EA's Madden games —.likely because there are 
no leqm names and logos painted in the dirt! Although 
the course layouts differ, and sdme.stadiums are open 
instead of domed, they all startle look the same after 
a short time. The rider-and motorcyde animation is i 
nicely done during jumps and hicks, and the cycles 
kick up dirt (although the track never gets chewed up). 
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Space invaders 


How do I fed knowing (rat many of tfie arcade games I played 
as a fed are now. jwo decades old? the same way you'll feel 
when Mortal Kombat 20th Anniversary is.released! You won't 
believe that it has been that long since you first played the original 
coin-op; you can't believe (rat the game is still around, and you 
hope that the remake won't taint the fond memories you have. 
Such was my mindset when I inserted Space Invaders into my ‘ 
N64 and started firing away 


and a different weapon; but all aredeadiyi 

the addition of special weapons. Youcan obtain one by shooting 
four lib-colored aliens in a row. this is not as easy.as'it’sounds, 
however, as the aliens are no longer lined Up in the same simple 
pattern every lijteand tfiexolor ofalien you are shooting for 
may be obstructed by other aliens. If you manage to shopt 
bur of the same color, you'll receive a weapon which will destroy 
tbeaCens in,a vertkxjl row, tftiorizprjlcd row, or.even diagonally, 
there are also special laser cannons, boomerang type weapons, 


GAMEPLAY 

As with most classic arcade games, the gameplay is simple 
You've goto laser cannon which can move horizontally. You've 
goto groupof alien invadersfined up in rows advancing towards 
the bottom of the screen You've got to use that aforementioned 

landing. How simple can you get? 

While the underlying premise’is the s 


used once;but the enemies you eliminate wil.count towards your 
quota for the next special weapon. 

As you only heed to use two buttons —A and II— control of the 
cannon can easily be handled by either the analog stickor the 
crossppd, I found that the stick worked fine in the regular game, 
but against the level bosses I preferred the pad because I needed 
to stop on a dime to avoid their attacks. 

If you can make it through all the levels, you will be rewarded 
with a’versioh-of the original black and white arcade game. 




nportantto target, as (will provide you with 
gy. After every five "waves" pf aliens; there 
f round of just molherehips. 'After every ten 
« will encounter a levej boss. That's right, 
I Each hasp different pattern of movement, 


r game where both players blast aliens 
































one of the most elementary of video game genres. 
The designers have kept the concept of the original intact, 
adding only a few new elements such as power-ups and 

also been around lor a tag time in short, .there is nothing 
groundbreaking about the game..butwe[eyou really 
expecting it to benoVel? 


choice when you want a quick, mindless shoot-em- 
up, but it won't keep you enthralled for very long. 


As with Asteroids, I have mixed feelings about Space 
Invaders. On the one hand, |'m glad to see that the 
designers captured the spirit of the original and added 
features which enhance the gameplay instead of radically 
altering it. Qn the other hand, these remakes expose 
the weaknesses of the originjds—namely, that shcxating 
games get bodng after awhile. Space tnvaders is a fun 
game,'and tlliinlc most everyone will enjoy it. However, 
I don't think that it will hold your interest for a tag time 
and, a.s such, may not offer as much bang for the buck 
as you have come b expect from $49-$59 Nintendo 


Unfortunately, as much as I enjoy retrogaming, I admit 
lhat classic games dor'roffe- much replay value In those 
days, games just got faster and faster until it was humanly 
impossible fo keep up, Nowadays'we have become 
accusbmed to intricate storylines, ending cinemos, and, 
games that last weeks if not months. Space Invaders is 
still very much a cjassic-style game. Once you. have 
beaten all the levels, the only incentive ta play it again 
is the chance to improve your score. The two-player 
gome just isn't that interesting. I just don't see many of 
you coming’back ta the gome very often. It is a good 


aliens, the "thump* sound sped up until it became 
frantic. The new Space invaders instead features a 
techno soundtrack.which, thankfully,, changes every 
fen levels. The tunes vary slightly when you eliminate 
almost all the aliens to simulate the pace of the original, 
but it is not nearly as effective. 



































THQlfesf Ihe WCW fame loEledronic Arts eqflier in fe 1999 EA 
enlisted Kodidklti developer new to wrestling liteto.qeoteEA's 
first WCW (lie, Mayhem, Together tfiey set out to create d wrestling. 
(lie that focused not only on the in-ring action, butthe entire almosphere 
of d wrestling event. In many wayfe/SUcceeded, as Mayhem takes 
'g fofcof the gepd features of Revenge and adds tolbem'. But, is it 
truly the, heir apparent 

GAMEPLAY 

Mayhem allows yoi) to wrestle with many of WCW s best and worst 
in 15 different aisods.i Using a gameplay engine that is very similar 
toWCW/NWO Revenge,'trough a combination ofbulton grid joystick 
presses you are.able to use strong and weak attacks as wel as grapple, 
execute and counter moves. Punches, kicks at)d wrestling moves are 
all animtited smoothly and quickly with no lag,'between button press 
and execu(on.TSuccessfoll)t- stringing together-alfodcs boosts your 
momdnlum meter Once this meter is fu| you are able to execute your 
wrestler's trademadcfinishing move. In a new twist, take your fight up 
ibeentrancewoyinanyoflheprengsohd you'll findyourseiffighting 
backstage in one of 15 diifer^t aregs'Tnduding a ticfaatea, medical 

Maybem offers three moin modes of wrestling. (Wick Start allows 
you tdjgmp tight into meoction, Moin Event isyour standard 


Single, 2 on 1 ahcf Triangle. Once you've chosenii match type you ccm 
choose your rules - including Normal;'No Kj, Weapons Match or 
Raven's Roles, felly, Questfor the B?st isWSayhem's ,career model 
Here you tun though a series qf matches Ip gain and then'deferd the 
vdriousWCW belts, culminating in winningand successfully defending 
the WOMHeayyyveight Belt. Be careful though, gdirr Iqd.mjich of;® 

wrestling a handicap match as^n ally yvil runMS ad yoqf Opponent. 
While varioi/s titles hove fecrthred a Create-A-Pay-Per-View mode, 
Mayhem goesa slightly different route.,Pay-Pet.-View Password Mode 
allows you to recreate adualWCW televised matches. During WCW 

fipmlhe event; ' 

CreafoA-WrA-, whkl'haf become a staple of wrestling (lies, returns 
in Mdybem, Slitangelfenoughifs.oneslepforWqiid gnd two steps 
backward. You cagchooseybur chgraders naiite and q preset nickname 
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move loo many limes, Schiavone will comment oh lies. An 
incredible step up from oilier life, including WWF: Altitude, 
&i-features’ very generic commentary, lire crowd ate 
comes into play as well - Hieyvnll chqnt and too for their 
favorite heroes and villains. Compared to the PlayStation 
version, (binge are slight less cheeryr Commentary tends 


enough options to kop gameplayhedillte Career mode, 
however, copy be longer. 


CONCLUSION 

WCW: Maybemis a decent-first effortfrom EA & KbdialcW 
not having all of the (eatures and options of some its competiti 
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are ultimately driving a "hot rod" version of the original. Special 
ski, or float on the different surfaces. Id addition, the location of 




































textures from surfaces which are farther away from the 
pfoyer,alfowing for more details on fee nearby landscape 
and structures. Frankly, 1 thought it looked great! Sure, 
there is some background "fag" as with most N64 games, 
but the detail is fast amazingl'There are lens flares, 


Luxoflux didn't invent the vehicle combat c 
took it to a higher level with better intera 
players and the surroundings. The only teas 


r Quest m P ode|as 9 vi 


vehicles also show the effect of combat, with wind 
cracking arid pads coming loose. As with theorigi 
V8:2Q looks excellent even without using the expan 


Otjce again, loxoflux'has given N6A owner's a real treat. 
V8:20 is a fast-paced arcade-style game that combines 
1970's muscle-cars and machinery with disco music anc 
heavy artillery. The perfectall-American game! But, is it 
belter than the original? Personally, I think it's a toss up. 
One the one hand, the ability to upgrade your vehicles 
with salvaged parts is cool and some of the new characters 
are creative. On the other hand, foe.levets just weren't as 
interesting to me this time around. However,.everything 


SOUND 

Maybe it's because I still have several Kool 8Jhe Gang 
olbums in my collection, but I loved the soundtrack The 
11 different tunes are slightly mote varied than before, 
featuring latin and Country track, in addition to the 
disco grooves with their thumping base, keyboards, 
horns, and electric guitars. Repetitive? Perhaps, but the 
music in V8:20 is farsuperiorlpfee average N64 game 
souncfeack. And fee character voices accompanying 
their special weapons add to the atmosphere. 


completed your Quest Mode objectives in each of the 
levels, a rtew character will be unlocked for a total 
18.-Aside (rain fee solo player Arcade, Quest, and Survh 
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dy Savage, Ric "I'm Only 83" Flair, and others. “ 


■i 

j B 


__j 


& i 

A^- 






































MARIO GOLF 



TAUNTS: Press any of the 
yellow C buttons during an 
opponent's turn to say one of 
four different lines. 


COMPLIMENTS: Press any 
direction on the cross pad 


GOLF LEFT-HANDED: At the 
Character Select screen, hold 
the Left button when choosing i 
golfer. 


ALTERNATE COSTUMES: At 
the Character Select screen, 
hold any of the yellow C 
buttons to select one of four 
different costumes for your 

CODE ENTRY SCREEN: 

Highlight the Clubhouse option 
on the Main Menu and press Z, the Right button, and A 
simultaneously. When the Code Entry screen appears, 
enter the following: 


AZTEC VALLEY 

YGY209YJ2G(Left QC796462 
ALPINE CHALLENGE 
101231M5JLF(Up CJC979S0D 
DEATHTRAP 
404564P8M(Right C)(Lefl 
C)DFC(Up QCV32KC 

CHEATS (ENTER AT NAME 
ENTRY SCREEN): 

full-time Missiles y_wntj 

ALTERNATE TEXTURES JMPNG 
LOW-RIDER TRUCKS YRDR 


HOT WHEELS - 

ENTER THE CODES ONE AT A TIME AT THE MAIN 
MENU WITH OPTIONS HIGHLIGHTED 

WIRE-FRAME MODE: Up C, Z, Down C, Left C, Up C, Z, 
Down C, Left C # 

NIGHT MODE: Up C, Up C, Down C, Down C, Left C, 
Right C, Left C, Right C 

MIRRORED TRACKS: Z, Right Button, Z, Z, Right Button, Z, 
Z, Z 

UNLIMITED TURBOS: Right C, Z, Up C, Down C, Right 
Button, Left C, Z Right C 

TOWJAM CAR: Up C, Down C, Z, Right Button, Left C, 
Right C, Up C, Down C 

STEALTH MODE: Left C, Z, Z, Up C, Left C, Right Button, 
Down C, Up C 




MONSTER TRUCK MADNESS 


RUINS GKGH(Up C)G*(Left C) 
JUNICYARD JGJKUP* 

THE HEIGHTS MSMN(Right 
C)M7QW 
VOODOO ISLAND 
PKPQRPfUp CJT793 
GREENHILL PASS 
SKST*SDW(Up C)C61R 
WASTELAND 
VOVWXVGZDF9463R 


DUKE NUKEM: ZERO HOUR -— 


BIG HEAD MODE Rescue all babes in level 2, "Liberty Or 
MODE Kill all opponents in level 3, "Nuclear 


Rescue all babes in level 5, "Fallout" 

Obtain all secrets in level 6, "Under Siege" 















MADDEN NFL 2000 


20-YD FIRST DOWNS 
FIRSTIS20 

100-YD PASSES PIGSKINSFLY 
MORE INJURIES PAINFUL 
MORE INTERCEPTIONS 
PICKEDOFF 
FEWER SACKS 
QBINTHECLUB 
FEWER PENALTIES 
REFISBLIND 

WEIRD SCORING RULES 

DRBENWAY 

DODGE CITY STADIUM 

WILDWEST 

EA SPORTS STADIUM 

ITSINTHEGAME 

TIBURON STADIUM 

WEPUTITTHERE 

ALL-MADDEN TEAM 

TEAMMADDEN 

EA SPORTS TEAM 

WEARETHEGAME 

INDUSTRIALS TEAM 

INTHEFUTURE 

MARSHALLS TEAM 

COWBOYS 


NFL BLITZ 2000 ■ 

AT THE "ENTER NAME FOR RECORD KEEPING" 
OPTION, ENTER THE FOLLOWING NAMES AND PIN 
NUMBERS: 

BRAIN BRAIN 1111 
SKULL SKULL 1111 
DAN FORDEN FORDEN 1111 
MARK TURMEL TURMEL 0322, 

CHEAT CODES: 


INFINITE TURBOS: 5-1 -4 Up 
FAST TURBO RUNNING: 0-3-2 Left 
POWER-UP OFFENSE: 3-1-2 Up 













POWER-UP DEFENSE: 4-2-1 Up 

POWER-UP TEAMMATES: 2-3-3 Up 

POWER-UP BLOCKERS: 3-1 -2 Left 

SUPER BLITZING: 0-4-5 Up 

SUPER FIELD GOALS: 1 -2-3 Left 

NO INTERCEPTIONS: 3-4-4 Up 

NO RANDOM FUMBLES: 4-2-3 Down 

NO FIRST DOWNS: 2-1 -0 Up 

NO PUNTING: 1-5-1 Up 

ALLOWS STEPPING OUT-OF-BOUNDS 2-1 -1 Lef 

FAST PASSES: 2-5-0 Left 

TURN OFF STADIUM: 5-0-0 Left 

LATE HITS: 0-1 -0 Up 

SHOW FIELD GOAL %: 0-0-1 Down 

SHOW PUNT HANG METER: 0-0-1 Right 

USE TEAM PLAYS: 1-0-0 Up 

HIDE RECEIVER NAME: 1 -0-2 Right 

INVISIBLE: 4-3-3 Up 

BIG FOOTBALL: 0-5-0 Right 

BIG HEAD: 2-0-0 Right 

HUGE HEAD: 0-4-0 Up 

NO HEAD: 3-2-1 Left 

HEADLESS TEAM: 1 -2-3 Right 

TEAM TINY PLAYERS: 3-1 -0 Right 

TEAM BIG HEADS: 2-0-3 Right 

NO PLAY SELECTION: 1-1-5 Left 

(teams must agree) 

SHOW MORE FIELD: 0-2-1 Right 
(teams must agree) 

NO CPU ASSISTANCE: 0-2-1 Down 
(teams must agree) 

POWER-UP SPEED: 4-0-4 Left 
(teams must agree) 

HYPER BLITZ: 5-5-5 Up 
(teams must agree) 

SMART CPU OPPONENT: 3-1 -4 Down 
TOURNAMENT MODE (2P GAME): 1-1-1 Down 
ALWAYS QUARTERBACK: 2-2-2 Left 
(requires two human teammates) 

ALWAYS RECEIVER: 2-2-2 right 
(requires two human teammates) 

OLD DAY STADIUM: 5-0-1 Up 
DAY STADIUM: 5-0-1 Down 
CITY STADIUM: 5-0-1 Left 
OLD NIGHT STADIUM: 5-0-2 Up 
NIGHT STADIUM: 5-0-2 Down 
FUTURE STADIUM: 5-0-2 Left 
OLD SNOW STADIUM: 5-6-3 Up 
SNOW STADIUM: 5-0-3 Down 
ROMAN STADIUM: 5-0-3 Left 
GRASS FIELD: 3-0-0 Up 


ASPHALT FIELD: 3-0-1 Up 
DIRT FIELD: 3-0-2 Up 
ASTROTURF FIELD: 3-0-3 Up 
SNOW FIELD: 3-0-4 Up 
FOG ON: 0-3-0 Down 
THICK FOG: 0-4-1 Down 
CLEAR WEATHER: 2-1-1 Left 
SNOWY WEATHER: 5-2-5 Down 
RAINY WEATHER: 5-5-5 Right 
NIGHT GAME: 0-2-2 Right 


BATTLE TANX GLOBAL ASSAULT ^ 

LEVEL SELECT 80DYS 
INVINCIBILITY HPPYHPPY 
ALL WEAPONS RCKTSRDGLR 
BRANDON GANG 
NNKNHCKS 

CAMPAIGN MODE BONUS 
LEVEL WRDRB 


LEGO RACERS 

ROCKET CAR Create a new driver in build 
mode and enter "FLYSKYHGH" as a name 
at the license screen. 


NO WHEELS Create a new driver in build 
mode and enter "NWHLS" as a name at the 


NFL QUARTERBACK CLUB 2000^ 


ALIEN STADIUM SCLLYMLDR 
RUGBY MODE RGBY 
MORE FUMBLES BTTRFNGRS 
MORE INJURIES HSFTL 
BIG FOOTBALL BCHBLL 
FLUBBER BALL FLBBR 
SMOKING BALL AND 
PLAYERS HSNFR 








TOR CHEATERS 


SMALL PLAYERS SHRTGYS 
THIN PLAYERS TTHPCK 
FAT PLAYERS MRSHMLLW 
LANDMINES ON FIELD PPCRNRTRNS 
LARGE COIN AT TOSS BGMNY 
SLOW-MOTION MODE FRRSTGMP 


V'RALLY EDITION 99 

CHEAT MODE — At the "Press 
Start" screen, press L + R, C- I 
Left, C-Right, L + R. Press Start, I m 


! OF THE FOLLOWING 


PLAY AS A TEAM MASCOT — ENT 
NAMES AND PIN NUMBERS TO 
UNLOCK THE CORRESPONDING 
TEAM MASCOT: 


CHARLIE BLAST'S TERRITORY 

LEVEL PASSWORDS 

2 4 Clubs, 5 Hearts, 10 Clubs, Queen Clubs, Queen Clul 

3 4 Clubs, 5 Hearts, 10 Spades, 9 Clubs, 4 Clubs ij 

4 Ace Clubs, 7 Diamonds, 6 Hearts, 6 Spades, 2 Hearts 

5 6 Hearts, 2 Hearts, Ace Spades, 5 Hearts, 8 Hearts 

6 9 Diamonds, 10 Diamonds, Jack Diamonds, Jack Heai 


RAPTORS RAPTOR 1020 
SONICS SASQUA 7785 
NUGGETS ROCKY 0201 
HORNETS HORNET 1105 


ALL BIKES. 


i TRACKS 


C-Left, Z, L, R, C-Dc 
INSANITY LEVEL- 























HUMAN DOMINATION 
OR BUG INFESTATION? 


yours. Equipped with the 


in futuristic fc 
devastating 
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ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



